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For game hints call 1-900-933-SONY(7669). The charge is $0.95 per minute. Callers under the age of 18 must get parental permission to call. 
E Touch-tone phone is required. Available 24 hours a day/7 days a week. U.S. only. Sony Computer Entertainment logo is a trademark of Sony 
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and Icon Passing Is a trademark of Sony Computer Entertainment America, Inc. NBA Shoot Out is a trademark of NBA Properties, 


Camaraderie. Brotherhood. 
Sportsmanship. That’s what 
NBA Shoot Out ’97 is all about. 
Oh, victory has its spoils, but 
they're not as rewarding as the 
Shared fellowship one feels 
after capping off a drive to the 
hole with a towering Tomahawk 
Jam. Particularly when you're 
jammin’ on Ewing, Malone or 
Olajuwon. And now, with revolu- 
tionary Icon Passing, you can 
execute pinpoint passes that 
would make Payton, Kidd or 
Hardaway jealous. Plus, new 
motion capture will make all 
your moves appear much, much 
smoother. And faster. So if 
youre going to demonstrate the 
pump fake, fade-away jumper 
or the flying windmill, you'll want 
to perform them over and over 
again so students of your game 
don't miss any fine points. 
NBA Shoot Out ’97. Don’t let 


it mess with your head. 


: PlayStation}: 


nc. The NBA and individual NBA Team identifications 


used on or in this product are trademarks, copyrighted designs and other forms of intellectual property of NBA Properties, Inc., and the respective member Teams and may not be used, 


in whole or in part without the prior written consent of NBA Properties, Inc. ©1997 NBA Properties, Inc. All rights reserved 
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This rugged and mighty off-road 
behemoth can conquer any terrain. 


Land Rover” 


Chevrolet 
Defender 90 . K1500 274" 


Well balanced off-road ability and on-road 
handling keep the Jeep in every race. 
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Quick and agile, this V8-powered 
import can negotiate the tightest Extraordinarily powerful and surprisingly 
spots due to its compact stature. controllable-—a true off-road monster! 


=" Conquer The World’s 
Most Wicked Terrain! 


Three unique environments: 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 


Four ways to race: SINGLE RACE. 
FULL-SEASON, CLASS LEAGUES, 
and MIXED LEAGUES. 


12 tracks test your off-road skills. 
Negotiate treacherous terrain as you 
battle for the checkered flag! 


View the action from 
any of 9 camera views 
selectable on the fly! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
split-screen racing. 


“,.dike Need For Speed™ in an off-road environment” 
-Computer Gaming World 


TEST DRIVE 


SAD 


Test Drive is a trademark of Accolade, inc. © 1996 Accolade, Inc. 
To order direct call: 1-800-245-7744 All rights reserved. Developed by Elite Systems. The Land Rover 
name and logo are trademarks of Rover Group Limited used 
under license. Hummer and Humvee are the registered trade- 
marks of A.M. General Corporation. JEEP and Jeep grille design 
% "eg Ce 2 % | ie a = are registered trademarks of Chrysler Corporation, U.S.A. and 
F | ae oo oe en : are used under license. OCHRYSLER CORPORATION 1996, 
0S "aca ot —. oe, —— tg trademarks of 
* Runs Under vrolet Motor Division, General Motors Corporation, use 
. ay oe WINDOWS 95 www.accolade.com under license by Accolade, Inc. The Need For Speed is a trade- 
mark of Electronic Arts. 
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Sony drops PSX price, sia: u 
ground, EA buys some Accolade, le 
Trac goes solo, plus a ton of last ute 
shots, we had to put ‘e em somewhere! 


and our featured EXTREME game, Broken 
Helix, I couldn't help but focus on what 
Konami has meant, historically, to the 
world of electronic gaming. If you asked 
me to come up with a short phrase 
describing the publisher, it would be (in 
_ fact, it is) "gamer's games". What I mean 
by this is that Konami has had an almost 
innate sense of what the true video game 
hobbyist (if you're reading this magazine, 
you probably qualify) wants in a game. 
For the most part, their games are not 
overly complex and they are beautiful to 
look at. Konami has had success in all 
categories of gaming. Most importantly, 
they have created lasting characters and, 
more often than not, involving gameplay 
that makes you feel like you've received 
the best value for your gaming dollar. 
Of course, like anyone else, Konami 
has had their share of stinkers (NFL Full 
Contact jumps immediately to mind), but 
the list of winners stands up against any 
other publisher in the industry. Check this 
list out; Contra, Castlevania, Rush 'N' 
Attack, Teenage Mutant Ninja Turtles, 
Double Dribble, Track & Field, Bottom 
of the Ninth, In the Zone, Vandal Hearts, 
Legend of the Mystical Ninja, Tiny Toon 
Adventures, Midnight Run, Batman 
Returns (SNES), The Adventures of 
Batman and Robin (SNES), Suikoden, 
Sunset Riders, and their soccer series — 
If I have forgotten a ‘biggie’, my apologies 
to all at Konami. 
Beyond the sheer number of im- 
pressive games on this list, the real story, 
to me, lies in the variety of experiences 


EXECUTE: tn 24 


Cheats for Jet Moto, Robopit, NASCAR ~~ 
Racing, Rage Racer, Tempest X,_ = 
Re*Loaded, Rally Cross, Soviet Strike | 
plus strategies for GameDay ‘97 and | 

| the last part of the City of Lost Children 
— . 


° 


This month, expect to see The Lost 
World, MDK, Dynasty Warriors, Need — 
for Speed 2, Triple Play 98, Bottom of 
the 9th ‘97, Xevious 3D, and much more! 


EXTREME: 
All-right, buh-bye. 


EXRATED: | Page 4B 


What more could one hope for? Fifteen | 
games laid out before you like a hastee 
tastee meal-on-a-bun. Chowt time 


Say, that’s a nice shooter. 7 
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In thinking about this month's column, 


Konami... 


RENAN ” 


offered by these games. Want a sia t RPG? 
Konami's got one. Want possibly the best 
action/adventure series of all time? 
Castlevania's the name. Licensed product? 
Konami has produced the best Batman 
games on console. Sports? Konami has 
been able to compete with the big boys 
(EA, Sony, Sega... well, they USED to be 
a big boy!) by offering great arcade 
gameplay and excellent graphics, quietly 
carving a niche for themselves that no 
other sports game publisher has been able 
to achieve when going up against these 
formidable opponents. (Check out this 
month's EXPECTING for shots of 
Konami's new Bottom of the 9th product, 
it looks good!) | 

And, like our cover boys from last 
month (Namco), they have achieved their 
success both in the arcade and on the home 
front. While Namco has made their arcade 
name with dominant technology, Konami 
has done it with great gameplay. How 
many of you remember beating the crud 
out of your local arcade owner's Track 
& Field machine? I put three of 'em out 
of commission all by my lonesome! Or 
blasting away in Lethal Enforcers? Ah, 
misty, water-colored, blood-splattered 
memories of the way it were. 

And the good stuff just keeps coming, 
this month in the form of Broken Helix. 
What separates Broken Helix from the 
many other action/adventure titles on the 
market? Well, I'll leave that to our review 
but, for the sake of this feature, I'll just 
sum it up by saying that the game is pure 
that oughta do it. 


Dave 
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APPLICATION TO MAIL AT PERIODICAL RATES PENDING AT SAN MATEO, CA AND ADDITIONAL MAILING OFFICES. POSTMASTER: SEND ADDRESS CHANGES TO: 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404-1108. PSEXTREME IS 
PUBLISHED MONTHLY BY DIMENSION PUBLISHING, INC., 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404. NEWSSTAND DISTRIBUTION IS HANDLED THROUGH CURTIS CIRCULATION SERVICES. FOR CUSTOMER SERVICE, WRITE: PSEX- 
TREME CUSTOMER SERVICE DEPARTMENT, 1175 CHESS DRIVE, SUITE E, FOSTER CITY, CA 94404. ALL EDITORIAL PRODUCT INFORMATION SHOULD BE ADDRESSED TO SAME. UNSOLICITED MANUSCRIPTS CANNOT BE RETURNED OR 
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The spectre of war looms Luckily, you have an awesome 


over the peaceful land of Ishtaria. array of weapons, spells, booby 


Terrorism, corruption and depravity traps and The Great Sword Vandal- 


run rampant. It's up to you to return the Heart at your command. Plus the 


land to democracy, using a strategic combination : Greatest weapon of them all-your brain. 
of wits, muscle and magic. It's an epic confrontation : ; Enter the world of Vandal-Hearts. Where a sharp 


that unfolds on multiple, glorious, 3-D isometric battlefields. sword is no match for a sharp mind. 
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~ THE FATE OF THE WORLD 
lo IN YOUR HANDS! 


You're in the cockpit against Earth’s deadliest menace in this high-tech flight-based 


" game with blazing arcade thrills. Battle alien attack fighters as you obliterate the : 
City Destroyers deployed overhead by the massive Alien Mothership. As your 
mission progresses from city to city, you fly faster and more heavily-armed planes, 
from the F-18 Hornet to the captured alien fighter from Area 51, building to a 


death-defying climax in a whiplash-paced assault inside the Mothership! 


Be: Microsoft PERMEDIA 
SEGA SATURN ™ Windows 95 Pervacive 3B 
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Dear PSExtreme, 


I’d like to start off by saying that, until now, 
I’ve enjoyed your magazine very much, but 
something in your March issue angered me 
alot. The biggest reason I buy any game mags 
are for codes. One of my favorite games is WWF 
in your House. I was in the store flipping 
through your magazine and found a code for 
WWE IYH to play as Diesel and Razor Ramon. 
Of course, I spent my hard earned cash to buy 
your magazine for that and other codes. When 
I got home and tried it, I was really mad to 
find out the code didn’t work. I hope you just 
printed it wrong, but if you didn’t , I’d like 
to know why you printed it at all? Don’t you 
test them first? If you don’t, maybe you should 
because I, and I’m sure other people, don’t like 
setting ripped off and that’s how I felt. 


Kevin Mearns 
Ravenna, OH 


Arrgh! We hate it when that happens. We’ve 
gotten a TON of mail and email about this 
code... We were so sure that that code worked, 
we dug out the copy of WWF that Acclaim sent 
us and fired it up, tested the code, no prob- 
lem! Worked great! We immediately suspect- 
ed that what we had in our hands from Acclaim 
wasn’t what actually made it out onto store 
shelves. Sure enough, after consulting with 
Toolie, our Codebuddy, he told us that, because 
Ramon defected to the WCW, they pulled his 
code out of the game at the last minute. Ouch! 
We apologize and accept full responsibility for 
printing the code when it won’t work. 


Dear PSExtreme, 


Allow me to begin by stating that your mag is 
the BEST PS mag in the market. I read almost 
all gaming mags, but your’s tops my most antic- 
ipated every month! Keep up the great work! 
I buy from the newsstand simply because I 
get the magazine anywhere from 3 to 7 days 
earlier, so don’t pass up my letter for a sub- 
scriber’s, OK? 

I have some GREAT ideas to make PS gam- 
ing even more XTREME!! 

1) Whenever possible, game makers should 
include the create it yourself option, whether 
you are creating a baseball player, football 
player, hockey player, wrestler, racer and/or 
his car, it matters not! CREATE, CREATE, CRE- 
ATE! We’ve had this in most football, baseball, 
and hockey games, let’s add it to EVERY- 
THING!!! I would pay a little extra for my games 
to put myself into them! 

2) A tennis game like, or better than, V-ten- 
nis, only with real pro players, male, female! 
(don’t forget create a player!) 

3) Pre loaded memory cards! For those of us 
who HATE hidden secrets in our games, you 
could pre load the secrets of several games 


onto one card and sell them for 30 bucks or 
so! Those liking to find them, or wait on mag- 
azines to print them, could still do so. 

4) A net link for the PlayStation!!! 

5) Ditch the link cable and give us more split 
screens! Especially racers!! You would sell 
more steering wheels!! 

6) With ALL NCAA games, include an option 
for naming and assigning numbers to all play- 
ers. This avoids breaking NCAA rules by giv- 
ing us players the ability to name them 
whatever we want, and assign the appropri- 
ate numbers! 

Well, there you have them, if followed, Sony 
and other companies stand to make a lot more 
money, I guess I’l] just settle knowing I sug- 
gested it. Anyone agreeing, write in and maybe 
we can form some type of suggestive gam- 
ing body to lobby the companies that make 
games! 


Gratefully yours, 
Adam P Leavelle 
Womelsdorf, PA 


You’ve got some good ideas there Adam. Be 
sure to write to the gaming companies direct- 
ly as well, they do listen. 


Dear PSExtreme, 


First of all, you guys are doing an excellent 
job with this magazine. I am a big fan of it. I 
enjoy my PlayStation console a lot, as well 
as my Honda CBR600 FS. Which brings me to 
my questions: 

1) Is anybody planning to introduce a motor- 
cycle racing game (G.P. style, not “Road Rash” 
or “VMX” style)? 

2) If not; can I make a suggestion or put in 
a petition with a programming company? 

3) If so; who would you suggest as the best 
company for this task? 


Sincerely, 
Mark FS Vera 
Greenville, NC 


The gods are smiling upon you, lil buddy. BMG 
Interactive is planning to release MotoRacer 
GP in August. 


Dear PSExtreme, 


First off, I’d like to say that your magazine 
is just perfect, keep up the good work. Please 
print my letter as I have an annoying prob- 
lem. Ever since I’ve had Tomb Raider (which, 
I might add is totally awesome), my memory 
cards crash and all of my savings disappear. 
What a bummer! I was on the very last level 
and now I have to start at the very beginning 
again. I have two memory cards (one is the 
ever so mighty memory card plus). Is there 
some sort of glitch in Tomb Raider, as it hap- 


pened to my friend as well. Please help me out 


if you can. 


Another one of my coolest games is Jet Moto, 3 
I can’t get enough of this decent game. I can’t 7 
get past professional level though (it’s dead * 
hard!!!!), do you have any codes or anything? 7 
My favorite rider (besides the girls!!!) is Gunner | 
from the outback of AUSTRALIA. (This being * 
because I am Australian.) So let’s put a shrimp | 


on the barby!!!! 


Todd Esplin (from Australia) # 
Thousand Oaks, CA | 


Todd, we hate to have to break it to you, but 
the source of your memory card problems is ; 
probably the Memory Card Plus. We’ve heard ® 
of tons of problems with that card. We’ve never 
heard of anyone having problems with Tomb * 
Raider and standard memory cards. As far as 4 
Jet Moto codes go, check this month’s EXE- | 


CUTE section! 


Dear PSExtreme, 


Greetings! This is the Dark Falcon, and I have § 
written to pay homage to your eminent pub- | 
lication. Sure, you’re thinking, “Now how in 
sam hill can a crime fighter find time to read?” « 
HA! I have speed reading abilities that also | 
come in handy for Kenny’s... um, I mean, § 
my alter ego’s college papers. However, I do 
have a few things I need to get off my chest, | 
as they seem to bug me as much as Wonder | 
Woman’s truth bra... on Wonder Woman, that } 


is, not me... anyway... 


1) Dave, what is wrong with you?! “Every | 
Batman game for 8-bit and 16-bit... has meant | 
serious pain for the Dark Knight.” I’m sorry, | 


but I must disagree. Sunsoft’s Batman for NES 


and Genesis were, at one point or another, the | 
finest games available for either system (even | 
if they were “side-scrollers”), and Konami’s | 
SNES efforts Batman Returns and Adventures | 
of Batman and Robin were both fine. Hey, just | 
because Acclaim’s sticking the Dark Knight in | 
toilet bug quality games (Batman Forever } 
on the Genesis is, indeed, kryptonite for | 
gamers) doesn’t mean his older, better games " 


deserve to be flushed as well. 
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2) Two bad Acclaim games in one issue? 
NOOOO... Losing... strength! Must... must recov- @ 


er... (slumping to floor). Gasp... choke... where’s * 
that Soul Blade review? Must... find it (grow- | 
ing weary)... YES! Starting to recover... (stand- 7 
ing back up)... I’m alright. Whew! Damn, let’s 3 
hope I don’t have to go through that again. 4 


(Are you listening, Acclaim?) 
3) So, any crimes to report? 


4) What wonderful games does Namco plan to } 
include in Volume 5 of their Museum Classic 4 
Series? Nothing weird I hope (that Tower of | 


Druaga is about as much fun as seeing Cool 
As Ice in an urban theatre on “free popcorn 


for gangstas” night). Personally, I’d like to see 4 
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* 10 all new arenas, and this time they're enclosed. 
* 30 characters. 12 completely new, each armed with their own deadly weapon. 
* Select from an unbelievable 30 frames per second or an even faster 60 frames per second. 
* Unique save/ranking feature holds your place between matches. * 2 player mode. 
* Dozens of brand new fighting combos. * Improved game and control dynamics. 


http://www.playmatestoys.com 


<> PIE™ is a trademark of Playmates Interactive Entertainment. Battle Arena Toshinden 3 and its characters are trademarks of 
PlayStation Takara Co. Ltd. ©1997 All rights reserved. Licensed by Sony Computer Entertainment America for use with the PlayStation 
sci ee game console. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment, Inc. 


Dragon Spirit, Air Buster and Rolling Thunder. 
6) While we’re on Namco, any chance of see- 
ing a Steel Gunner collection of some sort? 
Cit’d be a shame only using their gun on Time 
Crisis). 

Well, thanks for the open ear, lads. Now, I must 
be off... Acclaim reps are attacking the retail- 
ers with extra copies of Dragonheart and Rise 
2 Resurrection. Will evil never learn? Farewell!! 
CWHOOOOSH) 


The Dark Falcon 
Super-Duper-Ooper Crime Fighter 
Aurora, CO 


Darky, you crazy crime battler, your brain is 
still as sharp as a tack. As far as Batman is 
concerned, Dave has the following to offer: 


You are correct in saying that both the 8-bit 
and 16-bit Sunsoft games were good stuff... I 
couldn’t agree more. My point in the article 
was that, while fun games, they didn’t real- 
ly allow the player to do all of the things that 
make Batman great. I still believe that those 
two Amiga, titles mentioned in the article were 
(and are) the best of the B’men. 


The games on Namco Vol. & will be: Dragon 
Spirit, Pacmania, Metro Cross, Baraduke and 
some unpronounceable Japanese game, we 
don’t know what the heck it says :-P 
Don’t we wish Steel Gunner was coming soon! 
Namco can neither confirm nor deny. 


Dear PSExtreme, 


Iam writing to you with a MAJOR complaint. 
Don't get me wrong now, I think your maga- 
zine is a great source for information, but when 
it comes to reviews, yours are the most inac- 
curate of any magazine I've ever read!! I will 
say that your ratings of the games are com- 
pletely off scale, but that's not the point of 
this letter. The fact is, your information is 
wrong as well. Not opinion things, facts! Here 
are two examples... In your review of Wipeout 
XL, you said that "Wipeout had eight racers 
to choose from; Wipeout XL has 15, and it 
shows their strengths and weaknesses right 
on the screen." Sorry, that 
is incorrect. The FACT is that Wipeout XL has 
less racers to choose from, giving you a selec- 
tion of only 5, one of those being hidden. My 
next example is from your review of Legacy 
of Kain. Again you quote "So you wander 
around the massive landscape, doing the things 
you do in RPGs: talking to peasants, collecting 
moolah, equipping yourself with bigger and 
better weapons....."". Ohhh, I'm so sorry, but 
that is incorrect again! Today is just not your 
day is it? The FACT is, there is no form of 
money anywhere throughout Legacy of Kain, 
I have completed the entire game so I have the 
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right to say that. How long do you actually 
play the games you review? It seems not near- 
ly long enough to give the proper information. 
I hope that you will really consider all that I 
have written. Thanks for your time. Good luck 
in fixing your past (and sure to be future) 
errors. 


Scott Taubman 
via the Internet 


Hiya Scott. Let’s not get all hot ‘n bothered 
about this stuff, okay? Sure, it feels good to 
bag on the big guys, but this time, you may 
be going a bit over the top. Wipeout XL has 
five teams with three vehicles on each. Five 
times three equals 15 — FACT! 

As far as Legacy of Kain goes, the reviewer 
said he didn’t mean it literally, but we can see 
where people would take it as such. Oh well, 
no biggie. Does it change the game’s score? 
No... it is what it is. 


Dear PSExtreme, 


I have several gaming questions for you but, 
first, I’d like to say to all of those people who 
buy PSExtreme off the shelf... STOP buying 
this magazine off the shelf and just send in 
your subscription. I’ve bought several other 
gaming mags off the shelf and PSExtreme out- 
rates them all, by far, as the best for PlayStation 
owners. My subscription’s in the mail! Anyway, 
to the reason I wrote you. In your Jan ’97 
issue you gave out some GameShark codes for 
X-Com UFO Defense. I was wondering what the 
First Soldier code was supposed to do because, 
when I entered it, it didn’t seem to work. I was 
also wondering if there was an infinite Elerium- 
115 code? I also had some questions about 
Beyond the Beyond, but mainly I would like to 
know if you knew any Shark codes for the 
game? And my final question is; do you know 
of any other PC conversions coming out on the 
PS. (As of March ’9'7). Keep up the good work, 
because all of the other PlayStation mags 
are on their knees quivering at the sound of 
your name. 


Sincerely, 
Jasone Wallace 
San Jose, CA 


We checked out Datel’s web page for updates 
on X-Com, and you’re in luck (Datel is the 
European company that made the GameShark). 
Infinite Hlerium 118..........000000000 80010DE4 00DC 
As far as the First Soldier code goes, we did- 
n’t print that in the January 1997 issue, we 
printed the X-Com codes in the June 1996 
issue. Here they are exactly as we printed 
them: 
Infinite shots 
FINE DON OP oa cccreccorsiaianssveveesscseneoees D00074C8 3170 
800146CC 0014 


By a 


first SOIAIEL......0..0000088 soseessssesecceeeeDOOO74C8 5170 
80019A14 4000 


You need to make sure to enter both codes for ¢ 
each cheat. They work. We also printed § 
GameShark codes for Beyond the Beyond in 4 
the December 1996 issue. There’s too many } 
to fit in EXMail, so check out that back issue. 4 
For those of you on the internet, point your | 
browser to www.datel.co.uk or www.game- ; 


shark.com for all the latest codes. 
As far as PC ports to the PlayStation, there’s 


tons! Just keep glued to the pages of PSExtreme | 


and we’ll bring you all the latest infos. 


Dear PSExtreme, 


I know that you have to unplug the PS when | 
you aren't using it because it can build up heat | 
inside, but can you leave the video cables | 


hooked up???? 


Thanks. 


via the Internet 7 


No problemo, bud. Leave those video cables @ 
plugged in for as long as you like. No heat will % 


be generated. 


Dear PSExtreme, 


I've been playing NFL GameDay'9’ since it's @y 
release and I think it's one the best football @ 
sims I've ever played. To date, I've been award- | 7 
ed 50 "Easter Eggs" codes. My question is this: i} 


"Are there any codes to play as Super Bowl } 


teams of the past?" I'm certain that I read 
somewhere (either in "EGM" or your maga- 
zine) that they were hidden in the game. 


I've played the game on all the difficulty lev-. 
els, and I've gone to the Super Bowl and won, | 


but I've yet to be awarded a Super Bow] team 


or a code that would allow me to play as a @ 
Super Bowl team. If there are no Super Bow! @ 
teams in NFL GameDay, what are the num- @ 


bers for on the Easter Egg screen? If there are 


hidden Super Bowl teams in NFL GameDay, | 


how do I find them? Any help you could give 


me would be greatly appreciated! Thank you | 
for your time, and keep up the good work on @& 


your magazine. 


Yours Truly, 
E.M.Vazquez dr. 


There are 63 hidden codes in GameDay ’97, a 


but none to play as old Super Bowl teams. 


Address all mail to: 
EX Mail 
Dimension Publishing 
1175 Chess Drive, Suite E 
Foster City, CA 94404 
e-mail: dd@quake.net 
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YY icone to the land of the flat-out 


fast. Tear up hellacious hills and rocket 
around hair-pin turns. 13 new Rage Racer 
cars stick to the tarmac like gum to the 
bottom of your shoe. 4 new tracks and 
an 11 circuit challenge will twist, fold, 
bend and bludgeon your central nervous 


system. The more rivals you humiliate, 
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the more cash you accumulate. Use it to modify your 
existing car, or save it to finance a tricker, quicker ride. 
See the face on the hood of that car? His handsome 
mug was lacquered on with the Custom Paint & Team 
Logo Designer. No bolt was left untorqued in an effort 


to make Rage Racer the most realistic street racing 


experience. The only question is, how POWERED By 


®) 


RAGE RACER’ 
Das. Real. Fast. 


fast can you race to the store and buy it? 
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Lose the pretenders. Rage Racer” is the king of speed. Nothing 
captures the realism of street racing like it. Rage Racer is not some 
retread. It’s brand new from the ground up. But please, don’t take 
our word for it. Take one lap. Then you’ll know why Game Fan calls 


Rage Racer “the greatest racing game on the planet.” 


RAGE RACER” 
Real. Fast. 


SONY GOES LOW, LOW, 
LOW. WE MEAN LOW. 


Holy price drop, cave dweller! Sony just 
announced the Playstation's new suggested 
retail price of $149.99 and an MSRP of 
$49.99 on all Sony produced (no 3rd party) 
software titles. Now, even more gamers can 
get in on the fun and, with the introduction 
of Sony's "Greatest Hits" lineup of games 
(NFL Gameday, Twisted Metal, NHL Face Off, 
and more) retailing as low as $19.99, life 
just couldn't be better. Keep it up, Sony. 


NO GLOVE. NO 
(PLAYSTATION) LOVE. 


Move over Mike, Reality 
Quest has a glove even 
cooler than yours, 
although it’s not dia- 
" mond studded. It is how- 
ever, a “revolutionary video game controller” 
designed for the Playstation that uses a wrist 
sensing technology, allowing the gamer to 
move the on screen character with a simple 
bend of the wrist. The fingers on the The 
Glove have multiple buttons that allow you 
to utilize a zillion (now THAT was a cool game) 
different combinations, particularly useful 
in games like Soul Blade and Tekken 2. Reality 
Quest has made The Glove of highly durable 
and lightweight ABS plastic that will fit most 
right handed gamers, ages 12 and up and up 
and up. The Glove is simply plug and play, 
no configuration is necessary and it supports 
both digital and analog gaming. Reality Quest 
hopes to have The Glove out this summer. 


ACCLAIM’S ALL-STAR 
WEEKEND. 


Acclaim Entertainment, Inc., hosted a get- 
away weekend in February for the video 
game industry’s sportswriters. The sports 
editors from Ultra Game Players, Game Pro, 
Computer Gaming World, Next Generation, 
and one E. Winding, all gathered to attend 
the NBA All-Star festivities, as well as to 
share their thoughts and insights on the cur- 
rent state of sports video gaming. The high- 
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light of the show, 
besides meeting and 
mingling with the 50 
greatest basketball 
players of all time, 
mM was the NBA Jam 
Salmon, Marlon nena Lm Extreme Arcade 
Winding. Game Tourna-ment 
and Celebrity Contest. Eric was teamed up 
with actor/ comedian Marlon Wayans while 
Mike Salmon, of Ultra Game Players, joined 
forces with Green Bay Packer Pro Bowl receiv- 
er Antonio Freeman in a little two-on-two 
competition. Wayans showed that he had the 
"skills" to play Jam Extreme as he and Eric 
obliterated their opponents (sorry, Mike). 
The crowd in Cleveland had a wonderful time 
and the gamers enjoyed playing (for free!) 
both the arcade machine and the Playstation 
version of NBA Jam Extreme. Thanks for 
a good time, Acclaim! 


SONY ESTABLISHES 
"UNDERGROUND". 


Sony is set to launch their own CD magazine 
(playable only on Playstations) called 
Playstation Underground. The quarterly 
(that's four times a year, Marvin) "digizine" 
will feature one disc of playable demos and 
another disc that includes codes, a look at 
import titles, Q@&eA sessions with some of the 
programmers, bulletins on upcoming events, 
and various other informative stuff. According 
to Sony, a yearly subscription will cost $29.95, 
although you can get the first issue free 
($5.00 S/H). Look for more information in 
your mailbox, or call 1-800-983-SONY. 


ELECTRONIC ARTS GETS 
(A LITTLE) ACCOLADE. 


EA announced that it has made an invest- 
ment in San Jose, Ca. based Accolade, Inc. 
Accolade, publishers of the Hardball series, 
Test Drive series, and Bubsy 3D, sees the 
partnership providing "the financial 
resources and the strong distribution pres- 
ence necessary to continue building our prod- 
uct franchises and grow the company, " said 
Jim Barnett, president of Accolade. According 
to Larry Probst, CEO and big cheese of 
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Electronic Arts, "The investment in Accolade 
continues our strategy to partner with con- 
tent developers who can provide consumers 
with quality games." What does all this rep- 
resent to you, the consumer? Hopefully more 
fantastic and innovative games! 


SINGLE TRAC TO PUBLISH 
FIRST TITLE. 


Ah, there's nothing quite like skiing at Park 
City, Utah in the late winter. Greg and Dave 
recently paid a visit to Single Trac's (Twisted 
Metal, TM2, Warhawk, Jet Moto) Salt Lake 
City, Utah offices, to take a look at their first 
self-published title, Critical Depth. The game, 
scheduled for release later this year, sub- 
merges the player 20 leagues under the sea, 
in a world of liquid space that is as danger- 
ous as it is beautiful. The game will feature 
a good amount of strategy, to go along with 
its shooting action — and the quality graph- 
ics that we have come to expect from Single 
Trac titles. Greg and Dave would like to thank 
the good folks at Single Trac for their hos- 
pitality during the visit, and you can expect 
to see more coverage on Critical Depth. 


SWAGMAN, CORE and Eidos Interactive are trades of EIDOS, PLC. © 1997 EIDOS. The ratings icon is a trademark of the Interactive Digital Software Association. Eidos Interactive, 303 Sacramento St., San Francisco, CA 94111 


Sweet Dreams. 


In the nightmarish world of 
the Swagman, members of 
the Dreamflight are being 
held captive. The twins - 
Zack and Hannah need 
your help to make the 
night safe again for 
happy dreams. 


Explore the eerie hou eo s 
of the real world and 
learn the bizarre secret ! ' 
of the dream world with 
Zack and Hannah in6 
massive levels of adventu 
with 16 graphically i 
3-D settings. 


"Swagman is 
eye-popping!" 


-GameFan 


- “Swagman’s dream-like 

: graphics and involving 

\\) gameplay will capture the 
player’s imagination!” 
-PS Extreme 


CON ee eee r OVE 


www. eidosinteractive.com 


7, 


For Swagman hints and tips: CALL 1-900-77EIDOS $.95 per minute / Must have touchtone phone / If under 18, must have parent's permission 
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LATE BREAKING 
SCREEN SHOTS AND 
SODA POP 


"News From Around the Globe" was 
taking a much deserved Diet Coke break 
when along come a whole bunch a pho- 
tos, just a beggin' to get into the May 
issue. Well, partner Cyou caught the 
theme, right?), who are we to get in the 
way of progress? First up are the 
breataking photos from Sony's 35D 
adventure game, "Spawn". Next up is 
Konami's "Castlevania X", the lat- 
est in the popular side-scrolling series. 
Hidos has developed an interesting 
Tomb Raider 2 level editor, and last- 
ly, MGM came through with 
what looks to be a very cool ee 
SD shooter tentatively titled 4 , ' 
"Suicide Run". Take a .< 
look and see — some @@ 
amazing games are gy 
headed your way. 
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TOMB RAIDER i 


The level design editor in action. 


DESTINY 


Highly detailed mini-movies explain Move wherever you want, 
your mission, show flashbacks or whenever you want. Get advice, 
what’s happening on other levels. ee 


first and shoot later. Or you just saighit end up 
mation to get out alive. But don’t take too long, or you'll end up 
rok ‘Helix. stars Bruce Campbell as Jake Burton, the marine commando explosives 
‘Scientists e threatening to blow up Area 51, (yes, that Area 51) and to stop the 
ither by cu oo or by destroying them. Or you 
slice ag into an alien - human hybrid. Or 
nhs around. The choice-and the 

‘of : Helix, where the only 


www.konami.com 


F of Konami Co., Ltd. Konami® is a registered trademark of Konami Co., Ltd. PlayStation and the 
mea ik Sone pnt Raeereegnenns Jac Os Kansal. of America, Inc. All rights reserved. 
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sively for the PlayStation game console. 
The best parts from the original ave been super-charged for the latest and final versio 


An all-new addiction.exclusi 


plug-in and play! 


But you better hurry - this is the last time Descent is Coming to the: 
PlayStation game console. After his, | the only thing a 2 
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4 BY GAMERS. FOR GAMERS.™ © 


~ Interplay Website wwwnterplay.¢ 


PlayStation 


We 


¥ 36 All-New levels never-before-seen 
in any Descent game. 


Y High-impact, non-stop subterranean action 
designed specifically for the PlayStation 
game console. 


Y New throbbing "stroboscopic" light source 
shading effects brings the intensity right 
in-your-face. 


Y More than a dozen weapons of devastation, 
from double-damage cannons to Level 6 Lasers. 


¥ We mean 360° fluid movement - any direction, any time, 
at full speed. Use Sony's Analog Joystick for more 
| enhanced control. 


a 


hy 
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’ @& Grab a Link Cable and go from One- 
| prigyer to Two-player Anarchy Levels. 


) Y Metal pounding digital soundtrack 
takes your sensory input past all 
safety zones. 


© 1997 Parallax Software. All rights reserved. Descent, Maximum, and Interplay are trademarks of Interplay Productions. All rights reserved. PlayStation and the PlayStation logo are 
trademarks of Sony Computer Entertainment Inc. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 


P 10 BEST SELLING PLAYSTATION TITLES 
RANKED ON UNIT SALES 
JANUARY, 1997 
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last month 3 last month 1 last month last month 5 
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Tomb Raider NBA Live ‘97 Twisted Metal 2 Tekken 2 Madden '97 
Eidos Electronic Arts Sony Namco Electronic Arts 


average retail pr ice 5 4 average retail price 5 3 erage ret Th price 4 4 average retail price 46 average retail price 5 rs | 
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ndicoot 2XTreme Soviet Strik : 
Sony Electronic Arts 


average retail price 5 2 average retail price 5 2 
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average retail price 5 1 


Jet Moto 


Sony Sony 
average retail price $ 5 a, 


Sony 


average retail price 5 a 


Source: NPD TRSTS Video Games Tracking Service ¢ 9,450 outlets across the U.S 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 
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Ifyou know’ | 
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is the #1 
~~ No other r game has won more 
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~_e sold more copics, Or 


ee 


www.eidosinteractive.com 
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. SEGA SATURN [Sse 


Tomb Raider, Lara Croft and her likeness, CORE, Ninja and Eidos Interactive are trademarks of Eidos, Pic. © 1897 Eidos. 
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Each month we'll pick the best code sent in by 


- our loyal and intelligent readers and send that — 


person a brand spankin’ new copy of ASCII Ss 
hot new RPG for the PlayStation, K: 


(that’s right, I, the sequel, is S ready!) or, if fight- 


ing’s your thing, A Cyou 
decide.) But wait! That’ s not all: if you act now, 
we’ ‘ll also include ASCII’s super stylish 
for the PlayStation, se your 

controlling pleasure, PLUS twel\ 

of the best, the only, monthly dedicated 
PlayStation magazine, PSHxtreme, of course! 
Whoa! That’s a lot of cool stuff for just a code; 


what are you waiting for? 


Congratulations and thanks go to this month’s 
winner, 
us these awesome jected for Rally Cross before 
anyone else. Nice e-mail skills, pally. 


0 02 50 
iG 00 00 
00.00 
oo 00 
00 00 
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Gre i cad la s Rigigeers noon oe 
new season name. Note, you do not have to play a sea- 
son to enter the code; you can enter the code, then 
back out to the main menu and proceed to play what- 
ever mode you wish. All codes are mutually exclusive, 

_ except for the cheat codes that I've listed at the end. 
Passwords that change game-physics: 

Ls computer controlled cars, too) 
. "— turns off collisions with other vehicles ; 
"radbrad" —realistic gravity 
"sto " —heavy cars. they really hug the road. _ 
"feather" — light cars, they bounce around a bit. 
" " —low-gravity. cars really fly, | 
" " — allows wheels to turn 90°. 
Cute aesthetic passwords: 
"Wider tires 
‘ " — Hovercraft! 
" " —the opposite of "no wheels" 
_ Here are the cheat passwords. Entering one of these is equiva- 
lent to finishing one of the seasons, enabling access to the associ- 
ated cars and tracks, The game is much more fun if you play 
your way through all of the seasons without cheating. But, if 
your renting the game, or are really frustrated, here you go: 

¢ "— equivalent to winning the rookie season 
"— equivalent to winning the veteran season 
"“weeoo" — equivalent to winning the normal, head-on, and mixed 

pro seasons 

I didn't find a code for winning the suicide pro season. 


4 


CONTEST RULES: Anyone of any age can enter. The only people not 


eligible to win are employees of Dimension Publishing or ASCII 


Entertainment, their friends, family, pets and anyone they talk to or know — 
of. Dimension Publishing reserves the right to make any and all decisions _ 
regarding the contest. One winner per month will be chosen, at Dimension — 
Publishing’s discretion, based on the code or trick supplied by the entrant. _ 
If you win but do not specify, in your code submission, which prize you 
want to receive (King’s Field or an ASCII Specialized Stick), then we will 


choose for you. 


eae 


. Andy got © 


: Go to the bsiele screen and 
set the difficulty level to Amateur. Then set the tro- 
phy presenter to Male, return to the main menu by 


press , wait until the 1 Player icon turns yel- 


low, then enter the following code on player one con- 


troller: . Now, set the difficulty 
level to Professional, then set the trophy presenter 
to Riders choice. Then return to the main menu by 
pressing , wait until the 1 Player icon turns 
yellow, then enter this code on player one con- 
troller: , you will hear a ka-ching sound 
when done correctly. 


. Code supplied by Mike Coates. 


At the password screen, enter: 


Code supplied by Michael Cross. 


Press on Controller 2 at the 
beginning of the opening animation to bring up a 
hidden game similar to the Lightcycle sequence in 
the classic coin-op Tron (which was in turn a rip-off 
of the classic Atari 2600 cartridge Surround). 
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3: Select the Customize 
option, then select Design and choose a logo or cre- 
ate your own. Select Paint and hit x to move the 
cursor off the painting area onto the color palette. 
Now press L1, Le, ! and ‘ at the same 
time. Three new boxes labeled RGB (for red, green 
and blue) appear to the right of the painting area. 
The numbers represent the hue of the specific color 


that the cursor is on. Press @ or ® on the control 
pad, or press R| and #.or ¥ on the control pad; to 
change the RGB numbers. Move the cursor back 
into the painting area and press 11, L2, Rl, Re and 
at the same time to turn on a crosshair for 
more accurate painting. With the cursor still in the 
painting area, press and hold L | and any direc- 
tion on the control pad to rotate and flip your logo. 
OI After selecting Race Start, press 
and hold L1, Rl, and | until the race 
begins. Now the track will be mirrored—not back- 
wards, mind you. 
1 Pause the game and 
press and hold A, then press 1! or R! to toggle the 
rear-view mirror. 


At the “Select Game Type” menu, 
hold Ri, L2, A, x and #. This will add a great deal 
of difficulty to the game. 
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Enter the Sasori NOSFERATU to start 
at the last level you played, but with seven lives 
instead of the standard three. 


— ‘Status . 


Pause the game and press and hold 1. and 
for at least 10 seconds. While still holding, press 
\, ©, ©, © 0, A, ¥. Now pause the game and select 
the AMMO option. , 
Pause the game and press and hold 

and L2 for at least 10 seconds. While still holding, 
press ¥, ¥, ©, A, ¥, ¥. Now pause the game and 
select the HEALTH option. 

Pause the game and press and hold | 
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25.00 


© CASH BACK 
‘OR A FREE 
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~~ OFFER SUBJECT TO THE FOLLOWING CONDITIONS: 
Requests must be received no later than 10/1/97. Offer not payable.or 
redeemable at any retail stores. Only one offer application per envelope: 
Games must be purchased’and receipt dated. between 4/4/97.and 8/33/97. 
Only one appliaation-for each offer per.family address, household; group or , 
organiz . Offer-Two and Three good only while stocks last. Ofter not 
Valid tot “any games other than as tisted above.Offers cannot be used In 
S@coniugction with any: other,offers. Casty register reteipts, materials from 
ign 3 non-compliantor duplicate requests cannot be returned. Psygnosis cannot 
- <“accept any responsibility for any late, misdirected, incomplete, postage due 
or ifegible requests. Theft, diversion, reproduction, transfer, sale or pur- 


= GAME MANIA MAIL-IN OFFER FORM 


1. Proof of purchase (original UPC) from each product package. 

2. Original cash register receipt(s) with store name, title(s) purchased and date(s) of g 
purchase circled (receipts cannot be returned). 

3. Stamped envelope to: Psygnosis GameMania-PlayStation, 969 G Edgewater Blvd., #315, 
Foster City, CA 94404. | 


s" ; ; Name — — Age _._.____ E-mail: Address 
2-7 ehase of proofs of purchase or cash tegister receipts is strictly prohibited. fu es 
and constitutes fraud and will not be accepted by: Psygnosis.as a 7 Rey's ath Byte yan Address ; Apt. 
request. Offer available in USAand Canada); its territeties and military > Se re a? > * (we cannot fill orders to a PO Box number 
addresses in’ which this offer-form is Hf aplayee: or p ativertiged Sg pst xy, ae ie City | State ; Zip 
‘ 4 niet hal testricted or prohibited. er tat, 4 & eet Veo = ‘= 
ar Ee ie , p ped ok kt ae she SA | AM REDEEMING | OFFER 1 | OFFER 2 [ ] OFFER 3 (please check as appropriate) 
nace hy Alt games © sygnosis. 1996/7 except as veld. Pavaiogi and ‘Hee s “ase: ke 3 OFFERS 2 AND 3 ONLY: Please send r me the following game (from choice of above Psygnosis PlayStation titles only) 


e oe 4 3 Psygnosié logo’are tradentarks of: Psygnosis: Limitéd ALC RIGHTS ‘ 
we RESERVED. Oty ofthe Lost Chitdren liceFised © 1995 Constellation, 


iy Lumiere, be Studio Canal + France 3 Cinema; adidas is a registered trade- ONLY ORDERS ON THIS FORM AND ATTACHING THE ABOVE ITEMS WILL BE CONSIDERED. 
mark of adidas AG; Formula One is licenced by FOCA to Fuji Television; 


$ : 2 . ad . >, ° * 
i ji ' Fy & SoS ge 
* ~ P ot 
= * BATTS et 
» = « x ‘ “ ; 
f . cs x ; « a 


we § “Ss 
4 ak y 
Ys 
y oy 


™ *. 2 Ent a ee ey eye Be? x Fé te 
~e WF: SIode Li Fe geo eis et. We) Ae ee * 
” rr, Ss t = a? % ra a 2 OF om y 


Ay ce Oe - » . _ . 
(a . ‘ CoE oor “Sate oe ee ee LF py OS ee, 
~ * 4 ee \ sae 4 moe a! » as = +2 2  £ 2 _- - = ay 
al —_ th ee. a ae SS ¥ iain ¢ . J a *: — es we =3 - ’ 


d 1.2 for at least 10 seconds. While still holding, 
€, A, x, %, 0, A, ¥. Now pause the game and 
e the new LEVEL SKIP option. 


breet Racer 

VANCED OPTIONS AND HIDDEN STUFF: Go to the 
ns screen and choose the Cup Password. Now 
one of these passwords: 

\FIK: Silver Cup 

ATI: Gold Cup 

UGAL: Platinum Cup 

‘AY: This opens up an advanced option screen, 
dden track AND a hidden character (the same 
noying bunny from the opening animation). 


L GameDay ’97 
ATEGY GUIDE: 
Tips — Passing 
ise short & quick slant passes. 
ry to isolate your best WR in 1-on-1 situations if 
ihe defense is playing man coverage. | 
plays where your HB's and FB's are wide 
eceivers coming from the back field. 
ry to rifle the ball at all times when passing on 
ut patterns, and especially when passing up the 
riddle. 
» When passing deep try to hit the corner routes on 
the field where it's safe. 
Ise the total control passing to lead you WR’s out 
ble & triple coverage defenses. 
to pre-read your WRis before the snap. 
Try to mix up your short, long, and quick out pass 


s. 
the total control passing or the passing meter 
0 lead your WR on a, streak if the defense is play- 
g man coverage. 


rhenever a pass is over thrown to a WR. 
ise running or passing plays that have a man in 
notion to see if your opponent is playing zone or 
man defense. If the defense is in man coverage, 
he player in motion will attract any DB that is 
ssigned to him to run. When the defense is play- 
1g zone they will remain in their same positions. 
To avoid a blast.on a catch, the user should do the 
owing: Try get your WR in a 1-on-1 situation, 
Ou must then position your WR in front of the 
defensive back and jump for the ball a little earli- 
r than normal. As soon as the ball is caught, 
ckly pull your WR away from the defensive 
back. This will give you a one or two yard gap 
way from the DB. If the user executes this prop- 
rly, their passing percentage and yards will grad- 
increase. 
the defense is playing prevent zones use the 
Total control passing” (press L2é & Down Arrow) 
0 stop your WR and bring him beneath deep 
nes. 
ihe defense is playing tight man coverage, use 
Total control passing” (press Le & Up Arrow) to 
ead your WR down field. This technique is very 
important to use if your WR is faster than the DB 
§ him. 


ise the one hand catch or dive to bring the ball in. 


Pro Tips — Running 


e Use counter plays up the middle against nickel 
and dime defenses. 

¢ Run a man in motion to see if the defense is in 
man or zone coverage. This is also useful for 
clearing out a DB if he's playing man on the man 
in motion. : 

¢ Use the shoulder charge to run over diving oppo- 
nents. 

¢ Use the stiff arm to knock opponents away when 
they are diving at you diagonally. 

¢ Use the hurdle to avoid toe tackling opponents. 

¢ Use the double spin move whenever there are 


more than one defenders around to make a tackle. 


¢ Use the high dive to go over the pile and gain that 
one extra yard on 4th down conversions. 

¢ Use the regular dive to gain an extra 2 yards. 

¢ Run with and behind your blockers down field. 

¢ Use the pitch feature if you are being tackled and 
you have a player on offense 2 to 5 yards away 
from you. 

¢ Run a lot of sweep plays to gain massive yards. 


Good Pass Plays 

Pro Blue Out In 
Shot Gun FB Option 
Shot Gun Option Out 
Pro Split Z In 

Pro Split Quick Outs 
Trips Triangle 
Trips H Cross 
Trips PA Corner 
Pro Red Seam 

Pro Red Up Out 
Run & Shoot Slot In 
Run & Shoot FloodIn 
Twins Quick Read 
Twins Siamese 
Twins | Devils 
Goal Line Corner 

3 Wide Tre Out 

3} Wide Slot Out 
Single Back Corner 
Single Back Bounce 
Good Run Plays 

Pro Split Sweep 
Single Back Sweep 

Pro Red Trap 

Pro Blue Counter Tre 
Single Back HB Dive 
Shot Gun Trap 

Trips Pitch 
]-Form Isolation 
I-Form Option Run 
Twins Option Run 
I-Form Reverse 
Single Back Reverse 

3 Wide Quick Toss 
Goal Line 28 Toss 
Goal Line Blast 


Pro Tips — Defense : 

¢ Use the swim move to shove a blocker off when 
you are being blocked. . 

¢ Use the swim move to penetrate the offensive line 


and put extra pressure on the QB. (This is impor- 
tant to start a pass rush on the QB.) 

¢ Use the power tackle against the ball carrier to 
knock the ball loose while heis running the foot- 
ball.. (h2 +X) You must be at least 3 to 5 yards 
away from the ball carrier to be successful. 

¢ Use the forearm shiver to knock the most danger- 
ous WR down coming off the line of scrimmage. 
You must be at least 1 or 28 yards away from the 
WR to be successful. 

¢ Use the regular 2 hand deflection when you are 
covering a WR if you do not have the timing to 
knock the ball out of the WRis hands. 

¢ Use the one hand deflection to deflect passes 
when your DB is beat on a streak or out pattern 
play. (This is also important for deflecting the 
QBis passes with your DL.) 

¢ Use the (L2 + 0) button to switch to the deepest 
man on the field when the ball is thrown at any 
time. 

¢ Take an outside pursue and use the swim move 
with your DE to consistently pressure the QB 
from one side. 


-¢ Be careful not to play man coverage against deep 


streak routes. You must use deep zone coverage 
at times against deep streaks. 

e Zone defenses are more likely to cause an inter- 
ception to occur if a WR is hammered out field. 

¢ Your middle line backer is the best player on the 
field to take manual control of when playing 
defense. 

e You are more likely to get an interception playing 
zone defenses. Playing zone defense allows the 
DBis to spread the field and if a WR is hit, the ball 
is then tossed up for grabs. 

¢ Man coverage defenses are useful for stopping 10- 
15 yard pass plays. 

¢ Try to run corner blitz defenses to put pressure 
on the QB and make him throw the ball earlier. 

¢ Use the 1-hand deflection (L2 + Triangle) which 
enables you to jump higher to block field goals and 
punts. 


Good Defensive Pass Plays 

Nickel Base 

Nickel Prevent 

Nickel Man Across 

Nickel 3 Deep 

4-3 Outside 

4-3 Cloud 

4-3 Stunt 

3-4 Bump 

5-4 Shift St. 

3-4 Falcon 

Dime Umbrella 

Dime Man Under 

Dime Bump & Run 

a4 Spread 

4-4 Special 

Goal Line Umbrella, 

4-6 Zone 

4-6 CB Lock 
46 Stunt 

5 Press zone 
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Infinite Lives P1....300F595B 0006 
s Infinite Lives P2....300F595C 0006 
2 Infinite Lives......80132E4C 0004 
Infinite Lives P1....3011A93D 0005 


Inf. Cities P1....3012438C 0006 

d Inf. Cities P2....3012438D 0006 

k Infinite Turns ..800FC2F8 0001 
Infinite Lives P1......30125080 0003 
Bese Sn cha Lives PZ iene - 30125081 0003 


tafinies Salted co.  anneenee: 0005 
NOTE: Activate the game’s cheat mode (L2, Li, 
DONS, he BSs ‘R2) before using this code. _ 


Infinite timers eecee eeee * seeeee  BOL8BAEC 67A4 
801FFEEO 0443 


Infinite HP Hero ) eeeevee Hh * . ee * - 800F84A4 7000 


ia Infinite Lives ........8010EC04 0005 
c-Man Infinite Lives.....80135960 0004 
Infinite Chemics........80168D4C 0504 

. Infinite Time ....8013551E 7000 
ere Lives .8016664A 0004 


Infinite Health a A Conners 00FO 
Infinite Sword Power P1........800C0116 0060 
Infinite Health P2.............800C2EF2 00FO 
Infinite Sword Power P2........800C304E 0060 
All Swords. oe elecece ae eoeeecscecece - 800EA340 OOFF 
800EA342 OOFF 
800EA344 OOFF 
800EA346 OOFF 
800EA348 OOFF 
800EA34A OOFF 
800EA34C OOFF 
800EA34E OOFF 
-800EA350 OOFF 
800EA352 OOFF 
NOTE: “to use A aed codes, your Game Shark 
needs to be upgraded to the latest version of 
the software (1.94). 


Infinite Missiles (On rd) -+30016428 0004 


NOTE: You may have to change the view to play 
with this code, since DarkTooth is so darned 
big. Thanks fly out to David G. Rose for this 
code. (Sorry David, GameShark codes aren’t 
iat Say the contest. ) . 


Infinite Lives P2....3011A93E 0005 


Infinite Carel 00RP Pca ‘v++e++8009B378 9000 
Infinite Money. eoecesoeeseses . -8009B9F8 FFFF 


Fag deagee MP. HerO +. -.+.+.+++++-+B00FB4A0 03E7 


Antinive Lives J a sc omndnbene Vibe | 


Unlock Everything vevevesew eres 180056456 0114 


Play as DarkTooth.............-8003434A OEOE 


5 Press Man Across 
Gambles Tower 
Gambles Big Zone 
50 Base 

50 Blitz 
Nickel Double Spy 
Nickel Risk 

4-3 Read Run 
4-3 Mirror 

4-3 Outside 
4-3 Shift St. 
4-3 Gap 

Eagle Blitz 

Kagle Shift St. 
3-4 Pinch 

5-4 FS Sting 
4-4 Pressure 
4-4 Base 

4-4 Suicide 
Goal Line Bring It 
Goal Line Shift Wk. & St. 
4-6 Base 

4-6 Sell Out 
4-6 Stunt 


Give a bone or a sausage to the dog so that he does- 
n't bark when you're next to the grid (not to wake 
Pelade up). Use the key to open the door and get 
downtown. 


If you stay too long in the classroom or in the court- 
yard, Pelade throws Miette in the cellar. 

There are 3 solutions to get out: 

Close the box cover and climb on it to get out 
through the dormer window. The door may be open. 
Pick up a rusty hook in the alcove to pull the door 
locker and get out. Careful: if Miette is chucked more 
than 3 times in the cellar, the game is over. 


Get in the factory courtyard. Pick up the pliers of 
the worker mending his truck's engine (you can only 
steal them when the worker is bent on the engine, so 
he can't see you). Pull the bell out with the pliers to 
pick it up. 


Go back. Use the bell on the stairs banister to neu- 
tralise the Cyclops (they can't endure noise). 


Get close to the model and pick up the miniature 
safe. Put it on the scales. The safe opens and you can 
take the jewel. Movie sequence: when you come out, 
you face a Cyclops and fall in the canal automatical- 


ly. 


Switch down both handles at the same time. To do 
SO: 
Find the chock (piece of wood) situated on the floor, 


behind the periscop. Block the right handle with this 
piece of wood. Once the levers are down, the periscop 
goes down, and an alarm rings. The scaphander sud- 
denly wakes up and bumps his head. The move 
makes the bottle unbalanced and the key that was 
behind it, now becomes visible. Use the periscop and 
you'll see the kidnapped children embarked on a 
boat. Take the key on the shelf. The bottle falls down 
and the smoke contained in it, leaks and makes the 
scaphander rave. Movie sequence showing children 
kidnapped going in a boat. 


Find a lighter hidden behind a crane. Climb the 
stairs, you'll then see the bar courtyard. Climb on 
the boxes to go in. In the courtyard, you have to 
attract Lune, a prostitute, to be able to get into the 
bar. Find a candle on the right part of the courtyard. 
Put the candle under the winch rope, light it with the 
lighter in the courtyard and hide yourself behind the 
door. The boxes fall down and the noise lures Lune 
into the courtyard. 

Careful: if you use the scissors to cut the rope, Lune 
catches Miette and the game is over. Movie sequence 
showing Miette meeting One and exchanging infor- 
mation about the kidnappings. One asks her to 
search for a map while he is looking for a boat. 


One is in a boat, waiting for Miette to bring a map 
and a compass. 


Go to see the sailor who is painting his boat. If he is 
at the left of the pot of painting, go away and come 
back as he must be on the other side for you to steal 
the paintbrush. Take the paintbrush, and dip it into 
the paint. Go to see the cyclops, near the docks. Put 
some painting on his optacon. A movie sequence 
shows you the cyclops falling in the water. This ° 
allows you to go on the footbridge and see the fisher- 
man. The fisherman tells you how to get the map 
only if you give him a tin in exchange The tin is on a 
window at the corner of the footbridge (use the 
stairs next to the sailor). Go and visit the tatooist. 
You can see the map on the counter but youire not 
able to take it. Go on the side of his shop, press 
Enter to make Miette unscrew the sign. The plank 
falls down on the tatooistis head and stuns him. You 
can now take the map. Bring it to One. 


Marcello has a compass-watch. To retrieve it, you 
must kill Marcello: Find the stick that is on the pier, 
next to One's boat. Go and find the DDT near the 
tatooistis house. Go to see Marcello. There is a jar 
with fleas in it on his right. Use the stick to make 
the jar falls down. Go in front of the little organ and 
play the music so that the fleas sting and kill 
Marcello. Careful: do not try to take the compass- 
watch right now or Miette will die. Kill the fleas with 
the DDT. Take the watch. Go to see One and give it to 
him. Cinematic sequence showing the crossin¥ to the 
platform, Miette meet Irvin, Irvin tells her whatis 
happening on the platform with the mad scientist. 
Miette delivers all the children, they are going in the 
boat and then there is a big explosion. 


“Sets the standard for next ge 
wrestling games... ix i, 


¢ Available for PlayStation 
i} 


es * = 15 of your favorite 
° io WCW superstars 


¢ GO wrestlers from 
6 different organizations . 


¢ 30 to 40 moves 
per wrestler 


—s és , 
| ¢ Over 10 hot 3-D arenas; 


Visit your local retailer or call 


1-800-WCW-8468 for orders only 
THO WWww.wewwrestling.com —_ 
7 PlayStation 
‘- =| WWW.thg.com — 
a . 
1997 Asmik/TeHQ, Inc. Hulk Hogan™ ts a trademark of Marvel Entertainment Group, inc. and is used under license by World Championship Wrestling. © 1997 World Championship Wrestling™ 


All rights reserved. PlayStation and PlayStation logos are trademarks of Sony Computer Entertainment inc. All rights reserved 


Just aS we were going to 

press with this issue, we 

received a first-level playable 

of Dreamworks Interactive's 

The Lost World: Jurassic Park 

2. As featured in the March, 

1997 issue of PSExtreme, 

Lost World features a real- 

time 3D environment with 

tracked, "2D" gameplay — 

similar in execution to BMG's 

Spider and Crystal Dynamics' 

| Pandemonium! While we are 

— — — @ just getting a small taste of 

— eee =the gameplay at this point in 

I tll — time, we can comment on the 

visual and aural presenta- 

tion in the game — it is drop- 

dead gorgeous. Lost World 

features a level of graphic 

quality similar to that in 

Sony's Crash Bandicoot, with 

detailed, non-pixelating tex- 

tures that zip along at a 

smooth frame rate. The Lost 

World: Jurassic Park & is 

scheduled for an end of May 

release, to coordinate with 

the film's planned release 

date. (When was the last time 

a movie-based game was 

shipped at the same time the 

movie was in general 

release? Annnh... time's up! 

We should be back with a 
review in the June issue. 
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MDK is Playmates Interactive's entry into the 3D 
action/adventure category — and it looks like it's 
gonna be an intense experience. Courtesy of Shiny 
Entertainment, the game has garnered much atten- 
tion within the gaming industry. From the moment 
you see the game's CG intro., you know you are 
in for a unique, quality experience. MDK presents 
the player with different shooting objectives as 
you move through the game. Most of the time, you 
are playing from a trailing camera, third-person 
perspective, but there are also times when you are 
required to go into a first-person, Sunner-mode to 
take care of the bad guys. The game has been in 
development for quite some time and it shows. The 
visuals are impressive, and the gameplay is a great 
mix of shooting, platform jumping and puzzle solv- 
ing. The story revolves around three characters, 
the primary one being your alter-ego, Kurt, and a 
plot involving bad guys known as "Stream Riders". 
It seems the Stream Riders have decided to take 
the off-ramp to your planet and they are Hell-bent 
on destruction. There are interesting details (like 
weapon power-ups that include "The World's 
Smallest Nuclear Explosion") and nice graphic 
flourishes, with beautiful 3D environments. The 
game is set to hit the market in May and you 
can expect to see our review in the June issue 
of PSExtreme. 
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The 3D fighting realm is starting 
to get a little crowded with the 
overwhelming amount of these 
types of games being produced 
for the PlayStation. To date, we 
have Tekken, Tekken 2, Soul 
Blade, Star Gladiators, Tobal No. 
1, Battle Arena Toshinden 1-3, 
Zero Divide and certainly more 
to come (Tobal 8, Bushido Blade, 
Street Fighter Ex). With this 
apparent glut of polygon fighters, 
developers are going to need to 
have an edge over their com- 
petitors in order to achieve suc- 
cessful sales. Koei, new to the 
anything but strategy genre, has 
what they hope will be the next 
big contender. Dynasty Warriors 
is a unique 4D polygon weapon- 
based fighting game, in that the 
emphasis is not just on whacking 
the attack buttons until your 
opponent is felled. There is a huge 
amount of defensive strategy 
involved in which you will need 
to master the art of blocking, par- 
rying and dodging, in addition 
to coming out swinging. Add 60 
frames per second of realistic ani- 
mation (a la Tobal) and huge-poly- 
gon count characters and 
anything’s possible. Of course, it 
— << ar — — \ wouldn’t be a Koei game if it did- 
anno , \— n't feature characters based upon 
@ veal warlords from 2nd century 
China, during the Romance of the 
gdoms period. 
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Here’s some screen shots from our 
first look at Electronic Art’s Need for 
Speed 2, the sequel to a fantastic dri- 
ver that is still one of our favorites to 
play. The new speed demon lets the 
gamer choose from seven different all 
new vehicles in the Ford GT90 con- 
cept car, Ferrari F50, McLaren F1, 
Lotus GT1, Lotus Esprit V8, Jaguar 
XJ2Z20, and a couple more supercars 
to be named later. The racing will take 
place in Greece, Australia, Norway, 
Hollywood, and several other locales 
that feature detailed coast lines, lakes, 
forests, and array of other scenarios. 
There should be at least four differ- 
ent camera angles to choose from, 
when all is said and done, as well as 
the ability to race the courses back- 
wards. In addition to all the licensed 
vehicles from which to drive, EA has 
also licensed the traffic! That’s right, 
now the cars you pass will have names 
as well (Mercedes 500SL, VW Bug, 
Mazda Miata, and lots others). Need 
for Speed 2 should be out soon, and 
we will have a full review in our June 
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Tt mate he suet Scaechurha 
time, as all the heavy hitters 
are getting their baseball 
titles ready for release. 
Konami CUnternational Track 
é¢ Field, NBA In the Zone 8) 
is preparing to throw the 
successor to last year’s title, 
Bottom of the 9th, onto the 
field in Cwhat else?) Bottom 
of the 9th ‘97. The new ver- 
sion will join Interplay’s VR 
Baseball ‘9'7, Electronic Arts’ 
Triple Play ‘98, Accolade’s 
Hardball 6, and Mindscape’s 
Grand Slam Baseball (thank- 
fully, no number or year 
dated suffix). Things to look 
for in BY '9'7 are more cam- 
era angles (can't ever have 
too many of these; and the 
original only had one), day 
and night games (after all, 
even Wrigley has lights), 
more stadiums, and an unob- 
trusive season mode. 
Konami, known for their 
ability to create easy to play, 
arcade style games, will 
bring back all of the playa- 
bility of Bottom of the 9th 
and should deliver a great 
playing game of baseball. 
Keep your eyes glued to 
PSExtreme for more updates 
as Bottom of the 9th '97 pro- 
gsresses. 
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Klectronic Arts and EA Canada are 
nearing completion of Triple Play 98, 
the sequel to last year’s highly regard- 
ed baseball title. Things to look for 
in ‘98 are the all new polygonal play- 
ers, as well as the first ever tag team 
announcing. That’s right, in Triple Play 
98, you will hear both a play-by-play 
guy and color man. We won’t tell you 
their names now — we gotta save 
something for the review, right? From 
what we’ve seen so far, EA is on the 
right track (4-track, 8-track, 16 
track?). There will also be a ton of 
new and improved camera angles from 
which to hit, pitch and field. The 3D 
ball and pitcher’s mound look to add 
to the realism, as does the player’s 
shadows. EA seems to be up to the 
challenges that loom ahead from 
Interplay, Accolade, Konami and, last 
but not least, Sony. We will have all 
the glorious details of Triple Play 98 
in the June issue, so don’t touch that 
bat channel! You know, bat, get it ... 
Anyone? Oh well. 
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Namco is continuing their 
tradition of excellence with 
a few more quality softs 
expected for the PlayStation 
during the second/third 
quarters. We all know 
Xevious, don’t we? This clas- 
sic (the original can be found 
on Namco Museum Vol. &) 
has been around in some 
form or other for years 
Check, there’s even MSX and 
PC Engine versions floating 
around out there) and it’s 
about time it’s had a 38-bit 
face-lift. Expect the same 
non-stop fierce shooting 
action from the original with 
the added 3D element and 
smooth polygon graphics. We 
should also point out that 
this will, thankfully, not be 
another FMV Galaxian® style 
shooter. The disc will also 
feature the original arcade 
Xevious and two never- 
before-seen revisions of the 
original, called Super 
Xevious and Xevious 
Arranged. We are definitely 
excited about this upcoming 
title, now how about a 5D 
version of Pac-Man? 
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ANSWER THE FOLLOWING TRIVIA QUESTIONS 
CORRECTLY AND GET A CHANCE TO 


1) What year did the Golden State Warriors win the NE 
Championship? 

2) What city did the Utah Jazz call home before Salt 
Lake City? 

3) Which NBA franchise has won the most 
championships over the league’s 50 year history? 


, One (1) lucky winner will 

receive this awesome 
_ Sony Entertainment 
_ Center — featuring a 27” 
| | TV with Maximum 
4 Surround Sound. 
: (Includes the TV, TV 
stand, speaker stands and maximum 
surround sound speakers.) The Grand Prize 
FIRST PR : ZF: A winner also receives a PlayStation™ game 

5 console and a copy of NBA Shoot Out ’97. 

One (1) first prize winner will be the new owner of their very —_ But wait, no entertainment system 


own PlayStation™ game console, a copy of NBA Shoot Out would be complete without a 
97 and a full year of PSExtreme! complimentary two (2) year 


SECOND p RIZE: subscription to PSExtreme! 


An unbelievable five (5) second prize winners will get their own personal copies of that really fun basketball 
game, NBA Shoot Out ’97! Yes! If that isn’t enough, they’ll also get an entire year’s supply of the best, the 
only dedicated monthly PlayStation magazine, PSExtreme! Whoa, that’s an awesome second prize, no? 


THIRD PR ZF: Send entries to: 
@ ; 


Ten (yes, 10) third prize winners will get a PlayStation™ t-shirt and hat cananeiemaenead 


ensemble, plus an entire year of PSExtreme. Joy! Belmont, CA 94002 At 


1. No Purchase Necessary to Enter: To enter, send your name, address, age and phone number along _retail value of $50.00). SCEA reserves the right to substitute prize of equal value if prize is unavailable. SCEA, Dimension Publishing nor their affiliates, subsidiaries, divisions or related companies are 
with your answers to the trivia a asked here on a postcard (no envelopes) to the address listed Prizes are non-transferable and no substitutions allowed. responsible for any damages, taxes, or expenses that winners might incur as a result of this 
above. Only one entry per person. Duplicate entries will be destroyed. Entries with all three trivia 3. Winners: Winners will be determined by a single random drawing of all valid entries received by the sweepstakes or receipt of prize. 
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aaa. 


questions answered correctly wil | be considered “valid” and entered into the sweepstakes drawing. Sponsors, whose decisions are final. Drawing to be held on or about 6/5/97. Grand Prize winner shall be 6. Winners List: To obtain a Slist of winners, send a stamped, self-addressed envelope to NBA Shoot Out 
Entries must be received no later than 5/31/97. Sony Computer Entertainment America (SCEA) is not _ notified by telephone. All other winners shall be notified by mail. Maximum Giveaway, Winners List, Linzee International, 1306 Old County Road, Belmont, CA 94002. 
responsible for lost, late, mutilated, illegible, incomplete or misdirected entries. 4. Odds of Winning: The odds of winning depend on number of valid entries received. Requests for winners list must be received by 6/30/97. Allow 4 weeks for delivery of winners list. 

2. Prizes: One (1) Grand Prize winner will receive a Sony Entertainment Center (above), PlayStation game _5. Eligibility: Promotion open to residents of United States only. Return of any prize/prize notification as 7. Restrictions: Void where prohibited or restricted by law. 

console, a copy of NBA Shoot Out ’97 and a 2 year subscription to PSExtreme (approximate retail value _ undeliverable will result in disqualification and an alternate winner will be selected. Winners may be 

of $1440.00). One (1) First Prize winner will receive a PlayStation game console, a copy of NBA Shoot _ required to sign an affidavit of eligibility/release of liability/prize acceptance within 7 days of receipt or NBA Shoot Out is a trademark of NBA Properties, Inc. The NBA and individual NBA Team identifications 
Out '97 and a 1 year subscription to PSExtreme (approximate retail value of $220.00). Five (5) Second _ forfeit prize. if the winner is a minor, then prize will be awarded to parent or legal guardian. By used on or in this product are trademarks, copyrighted designs and other forms of intellectual property 
Prize winners will each receive a copy of NBA Shoot Out '97 and a 1 year subscription to PSExtreme acceptance of prize, winners agree to the use of their name and/or likeness for purposes of advertising, of NBA Properties, Inc. and the respective member Teams and may not be used, in whole or in part 
(approximate retail value of $60.00). Ten (10) Third Prize winners will each receive a PlayStation branded _ trade, or promotion without further compensation, unless prohibited by law. Employees of SCEA or _ without the prior written consent of NBA Properties, Inc. © 1997 NBA Properties, Inc. All rights reserved. 
hat and T-shirt ensemble (at SCEA’s discretion) and a 1 year subscription to PSExtreme (approximate Dimension Publishing, their parent and affiliated companies and their families are not eligible. Neither © 1997 Sony Computer Entertainment Europe. 


Mindscape (Dare Devil Derby 
5D, Cyberspeed) is looking 
to latch onto the March 
Madness of college basket- 
ball with the release of NCAA 
Final Four from the devel- (Rages Bg SAR NS 
opers at High Octane. We’re rine Peer eer TT 
sure Mindscape is hoping for % EEN 
the same success at the col- 
lege level that EA had with 
Coach K in 16-bit times. 
From what we’ve gleamed 
so far, they may be in for an 
uphill battle. There are plen- 
ty of camera angles to 
choose from, and a good 
majority of the Division 1-A 
schools (although they did 
“ fate | leave out Texas Tech — a big 

ewe Tahdad | apd no-no around here) are rep- 

tet | Lael . | resented, complete with the 
school logo at half court. The 
polygon players all go by fic- 
titious names — no Charles 
O’Bannon here Chey, we got 
both O’Bannons’ in one issue. 
Who’d a thunk it). One of the 
bright spots for NCAA Final 
Four is that it is in the 
PlayStation’s hi-resolution 
mode, so the courts come up 
very shiny and glossy. Check 
an upcoming issue of 
PSExtreme, when we’ll have 
a full-blown review of the 
game. Until then, keep prac- 
ticing that cross over drib- | 
ble! Wl ae ter - 139 
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INTERPLAY ¢ AVAILABLE 4TH QUARTER. 


What can we say about Interplay’s Wild 
9°? Well, to be perfectly honest, not much, 
since we don’t have any concrete infor- 
mation about the title or have had any 
first-hand experience playing it. How’s 
that for honesty? What we can tell you, 
is that it was developed by Shiny 
Entertainment (You know, EarthWorm 
Jim, MDK) and it is sure to have the 
same high production values and smooth 
animation that is typically found in a 
Shiny title. Otherwise, from the avail- 
able screen shots, Wild 9 looks to be an 
action/shooter that takes place in a 
futuristic and hostile 3D world. What 
we do know is the story, which is based 
on character named “Wex,” a 2lst cen- 
tury earthling teenager lost in the midst 
of another universe playing host to a 
galactic war. As fate would have it, Wex 
meets up with eight other teenage aliens 
whose homes and families have been 
destroyed by the evil Karn and his tyran- 
nical organization bent on universal 
destruction. Wex is the chosen one, fated 
to lead this band of lost wanderers into 
a battle of impossible odds in hopes of 
saving the galaxy from destruction. 
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Interplay is hoping to cash in on 
their Claymation franchise with 
ClayFighter Extreme, the third 
installment of their popular one- 
on-one fighting game series. Fans 
of the first two will remember the 
original games on the Super NES 
and Genesis. At the time, they 
were considered pretty revolu- 
tionary in terms of graphics and 
the use of Clay-created and stop- 
motion animated characters. In 
fact, the original ClayFighters on 
the SNES had the first and, 
maybe, only theme song to fea- 
ture digitized vocals on a car- 
tridge. Enough about the history 
lesson, we’re here to talk about 
the 5e-bit PlayStation sequel = / Aa eae NAN" 
which, at this point, is looking [ies Ps De) bild AN 
pretty sharp. We can’t quite com- | fg i ee SM oe ae 
ment on gameplay as of yet, (we § rf (hab ee : 
haven’t actually played it, and 

this is just a preview, you know) 

but the graphics are crisp and col- 

orful and it is said to have high- 

ly animated characters, sporting 

individualized peresonalities — 

as well as thier own combination 

moves. Expect to see a few 

Interplay surprises with the addi- 

tion of some new characters 

(Boogerman, Earth Worm Jim), 

as well as the return of some old 

favorites. We’ll have more as it 

becomes available, as ClayFighter 

Extreme isn’t expected to ship 

until June. 
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Abe’s Oddworld Odyssey, developed by 
Oddworld Inhabitants and published by GT 
Interactive, is something of a quirky and 
unique game. It could be considered a little 
like a Prince of Persia or, better yet, Flashback. 
Although, that’s not exactly what this game 
is like. The graphics are lush and colorful, 
the animation is silky smooth, the rendered 
cut-scenes are some of the best we’ve ever 
seen, yet the gameplay is disturbingly dif- 
ferent — in a good way. You control Abe, an 
alien whose destiny, it seems, is to labor as 
a slave in a meat processing plant. It’s dur- 
ing your job, that you discover your race is 
the next meat du jour, and it’s up to you to 
escape your captors and save your alien sib- 
lings. This is ingeniously done by interacting 
with your environments and other charac- 
ters and enemies throughout the game. In 
addition to being able to do the standard run, 
jump, pull levers etc... there’s all sorts of 
ways to communicate with the other alien 
captives. By holding either the L1 or Rl but- 
tons, you can speak a variety of words and 
sentences such as hello and follow me, or you 
can get angry, whistle, chant, or even fart. 
Sound interesting? We’ll have more on this 
cool-looking action/adventure game soon. 
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It looks like Virgin is set to 
Tirtetrtrt @ join the heavily contested 

-_~— ne | baseball wars with their soon 

cj a | = claret ORE! HB to be released Grand Slam 
57) | MR RGReehup eee Baseball. This installment of 
the grand ol’ game features 
a MLBPA license, but no 
Major League Baseball 
license. However, all the sta- 
diums are included along 
@ with a host of features. 
'@ There’s a unique new pitch- 
® ing mechanism employed, 
'@ kind of similar to the power 
F meter bar from the old PGA 
golf series from Electronic 
Arts. The players are all 
we | sprite-based, which adds to 
aimtimimpaed | the overall arcade feel of the 
vent | game, and the stadium 
. graphics are detailed and col- 
orful. There’s a colorful play- 
by-play announcer that 
Keeps you on top of the 
action, and even injects a bit 
of humor into the game. We 
look forward to spending 
-i@ time with Grand Slam 
“me —C «| @SCéBaseball and we will review 
#@ the game in an upcoming 
issue. By the by, in looking 
at the main menu options 
= ——a ke there, apparently, are no 
Wale @ chickens in the game, but we 
have located a tater. Mmmm 
crispy tater-tots! Must have 
crispy tater-tots! 
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Black Ops, the creators of such 3D 
shooters as Agile Warrior and Black 
Dawn, have abandoned the skies (and 
their previous publisher) and headed 
for the deep blue with their latest offer- 
ing, Treasures of the Deep. In this game, 
you embark on a quest for sunken trea- 
sure (hence, the title) in order to out- 
fit yourself with the latest in hi-tech 
underwater gear. The stakes are high 
as you explore deep into the murky 
depths of the Earth’s oceans fighting 
against not only the hostile underwa- 
ter environment, but other treasure 
seekers who shoot first and don't ever 
bother to ask any questions. Being that 
this is just a preview it’s hard not to 
go into detail about how cool this game 
is going to be. Our first impressions are 
that the graphics are looking awesome 
and there are tons of cool play mechan- 
ics incorporated into the game. Although 
Treasures is pretty much finished, the 
fine folks at Black Ops are taking their 
time in the tweaking stages, in hopes 
of delivering an adrenaline-pumping, 
white-knuckle experience. We’re bet- 
ting it’s a sure thing. 
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be receiving more formation about Your Cather in the next 
couple of days. You are then -alled in to defuse o bomb in the 
same government-classified building that your father once | 
worked in, known simply as "Area Bh" 
Within seconds of entering the game, YOU now the situation. 
A man known os 'Fitz" has gone scooters and he has two & 
bombs set to explode in 90 minutes. He wants money, Nn - 
escape route, the whole nine yards. You are nol particular y E 
well thought of by your superior In this operation, and he sends © 
to take care of the bombs before his team of 
' get the all-clear to make Heir sweep. A Terminator 
by the name of “Black Dawn") that is a 
member of your diately begins wasting scientists in 
the building being chased by someone ~~ all with their hands 
in the air (surrender position)... while uttering "going posta "| 
Without giving away Too auch of the plot, this is your first 
subtle hint that you should trust no one in this game. 
3 Broken Helix asks you to pull out all of your gaming 
> experience. You must shoot, but know when to stun and when 
B to toast, you must solve puzzles, talk to everyone, search them 
for key cards and goodies, listen to all communication and, 
B) through a process of trial-and-error that will have YOU saving 
the game at every opportunity, fad out how to get out © the 
situation alive. 


The game is sef UP ike a movie — YOU have ONE lite... 
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that's it. If you take too much fime (your first task is to locate 

the two bombs (or so YOU hink)), Fitz may get trigger happy: -- 

ame over. If you try fo get to one of the lower floors © the 

building (| am currently on Level 7) before turning off the auto- 
uns... game over — YOU get the idea. While the game w! 

to go almost anywhere at any time, there Is o linear 

g process that you aust accomplish fo succes y 

ato the building. As Jake, you can walk, crawl, 

left and right, talk, change your 

attitude ile (this can have a dramatic eftect 

on the kind of ‘formation you ge! fom people in the building 

_— hint: don't try talking hostile to the other Marines YOU 

are working with), throw grenades, do running jumps ANS, 

ina funny twist on the now-classic Duke Nuke ‘em toilet scene, 


take care of business. There are many items fo collect and 


° 


ctives to accomplish as the story unfolds. 

From a presentation standpoint, Broken Helix Is top-notch, 
eaturing smooth, fast animation, dramatic and funny CG cut 
scenes, real-time SD levels and polygon characters and a 


group of voic 
Burton's voice in particular ( 
of Darkness’ fume). The Quy 


a cynical wise-cracking smart-ass ~~ just the 


expect to find disarming bombs. 


While the learning curve is steep, primarily 
lot of pain as YOU 
the best approach to a level, it is well worth 
to levels 3-4 and beyond. 
h is by following the 
bullet-firing iet-pack 
to a premature end. 
ken Helix a standout 
are dependent upon how you choose 
6 levels in gil, with four 


are going to ge through a 
you Will soon find yourself moving on 
The easiest Way 
guy you meet UP with 
thingy) — but this may bring 
This is one of the 
_— multiple endings that 
to play the game. The 


on level 3 (with the 
the game 
Caqtures that 


game has | 
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makes Bro 
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ut above the norm ~~ Jake 
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Dead/Army 
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kind of dude you'd 


try to figure oul : 
the struggle an 


different story lines and five different endings. 


= In keeping with my theme In 
a Helix 


the editorial this month, Broken 
continues Konami's tradition of producing "gamer s 


games". Broken Helix looks good, plays great and has all those 


: little details that make a good game 
you are looking 
 tosee a weekend disapper™ look no 
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"gamer's é 
| games". Broken Helix looks good, pl 
| greata th i tee 
| nd has all those little details that mak ood 
game b i et 
ecome outstanding. If you are looking f 
ing for 


an involvi 
ng adventure and a good 
way to see 
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week i 
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for an involving adventure and a 
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become outstanding. | 
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PUBLISHED BY LUCASARTS — DEVELOPED BY FACTOR 5 


Wow! Ballblazer Champions is all 
out war! The classic Atari 5200 title 
has been dusted off, polished up and 
brought into the ‘90’s — courtesy of 
LucasArts and Factor 5. And what 
a new-again experience it is. Never 
has trying to pound a ball into the 
opponent’s goal been this much fun... 
let me tell you why. 

For those of you not around in 
1988-83, the concept behind 
Ballblazer is kind of a one-on-one 
soccer game where the other play- 
er is piloting a Rotofoil armed to the 
teeth with some very nasty weapons 
to help him Keep you from chucking 
the Plasmorb into his goal, and you 
are similarly armed to keep him out 
of yours. While the original game 
was strictly a two player affair, the 
PlayStation game brings one player 
and Tournament play 
into the mix as well. 
There are 8 different 
character/Rotofoils to 
choose from and play is 
conducted in 18 differ- 
ent stadiums — each 
having its own architec- 
ture and its own set of 
rules for gameplay. In 
fact, it is the stadium design that 
is at the heart of what makes this 
game great. Ramps, mines, slow- 
down areas, anti-gravity areas, mov- 
ing goals, etc. all come into play in 


the different arenas and have a direct 
effect on gameplay. In addition, the 
field of play is littered with weapon 
and shield power-ups that can give 
you homing missiles, a cloaking abil- 
ity, etc. 

Graphically, the game is gorgeous, 
with bright, vibrant color and high- 
res, detailed stadiums, 
competitors, and objects. 
While the frame rate is not 
the quickest I’ve experi- 
enced on the PlayStation, 
it is acceptable, particu- 
larly when you consider 
all that is going on and the 
high level of detail. There 
are three different cam- 
era angles, including a first-person 
mode cthe classic Ballblazer view) 
and an instant replay feature. The 
game also makes use of a play-by- 
play announcer and offers an extend- 


ed introduction in Tournament play. 

The play mechanics offer the 
player the ability to use a turbo fea- 
ture, cycle through the available 
weapons, strafe, launch the Plasmorb 
and snap. What exactly is “snap”? 
Good. question, and one that is impor- 
tant if you want to have quick suc- 
cess. On “Normal” difficulty you will 
get spanked by the computer unless 
you regularly use the x 
button to do a quick spin 
and locate the Plasmorb. 
One of the game’s few lim- 
itations is that the cam- 
era can only show you so 
much of the field of play. 
Therefore, an arrow is 
used to help point you 
toward the Plasmorb — 
problem is that you can’t 
get to it as fast as your 
opponent does, unless you 
use this nifty little feature. 

Gameplay is further 
enhanced by the tried-and- 
true method of accumu- 
lating cash to buy better 
equipment for your 
Rotofoil. In Freeplay mode, 
you can customize both your equip- 
ment and that of your opponent. Of 
course, like any good sports title, two 
player mode is where the game real- 
ly shines. The level of competition 
is intense and Ballblazer Champions 
is destined to become a PlayStation 


party classic. Although, all of the 
graphic quality takes its toll in two 
player mode by producing a slow- 
er frame rate and, in turn, making 
the control of your vehicle that much 
tougher. It does become frustrat- 
ing after experiencing the smooth 


control in one player mode, but both 
players are handicapped in the same 
way. 

And there you have it, a closet 
classic comes back to life... and in 
style! Ball Blazer Champions gets 
the ‘Gold’ for its great graphics, 
unique style and excellent gameplay. 


Wow! Beliblaxer Champions is all out war! The dling. 
sic Atari 5200 title has been dusted off, polished up | 
_ and brought into the ‘90’s — courtesy of LucasArts | 
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it is. Never has trying to pound a ball into the oppo- 
nent’s goal been this much fun... And there you have 
and in style! 


| Ball Blazer Champions gets the ‘Gold’ for its great 


_ it, a closet classic comes back to life... 
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PUBLISHED BY INTERPLAY — DEVELOPED BY BEAM SOFTWARE 


I’m sure there are a lot of gamers out 
there who will remember Interplay’s orig- 
inal Lost Vikings, which, incidently, debuted. 
on the Super NES way back in the bygone 
days of the 16-bit era. For those that don’t, 
you’ve missed out on one unique and excep- 
tionally fun game. But, there’s really no 
reason to worry, as Interplay has breathed. 
new life into this all-but forgotten clas- 
sic, and have developed a worthy 32-bit 
sequel titled, Norse by Norsewest: The 
Return of The Lost Vikings (for the sake 
of this review and my unusually bad case : 
s of Carpal Tunnel Syndrome, from here-on about the gameplay, and makes it so 
gt ae we'll just call it Lost Vikings 2). unique, is it doesn’t rely on a fancy 3D 
a | Se Lost Vikings &, once again, chroni- graphical engine to carry it’s weight — 
cles the humorous adventures and especially in the 32/64-bit 3D polygon, 
escapades of three lovable, yet tragically ultra-texture-mapped, 60 frames per sec- 
unlucky, vikings who are searching fora ond, gourard shaded, mip-mapping and 
Time Machine that will whisk them back anti-aliasing days that we are living in 
home. In the original Lost Vikings, they today. With the exception of some nicely 


were abducted by the vile 
alien Tomator and spent 
most of the game trying to 
escape his evil clutches. The 
sequel picks up right where 
the first left off and, once 
again, our three unlikely 
heroés are trying to stay one 
step ahead of their captor jf 


rendered CG Claymation 
sequences in-between the 
gameplay, there’s none of that 
other stuff. Don’t get me 
wrong, I like that other stuff, 
but sometimes it’s just fluff 
used to camouflage an other- 
wise mediocre game — this 
is not the case with Lost 


and get back to their viking Vikings 8. And, when I say 
ship. unique, I mean there’s really nothing out 
There are a lot of things to like in Lost there to compare it to. If you were going 

“a : Vikings 2: from the slapstick humor to the _ to lop it into a category or genre, it would 
il a aii ae” “EE colorful graphics and hip-hop music, but sort of fall in line with Psygnosis’ 
the gameplay is key. What’s refreshing Lemmings, GameTek’s Humans or the even 


ee wee wee be ee ae: 


more obscure Jaguar game, Dino Dudes. 
None of these titles, in my opinion, even 
come close to the entertainment value and 
humor that is packed into this game. 

So, how does Lost Vikings 2 work? 
Well, it’s inherently simple, yet unnerv- 
ingly frustrating. At its core, 
it’s a puzzle game with plen- 
ty of action elements thrown 
into its mix. The goal of the 
game is to lead the three 
vikings (or their cohorts, who 
they encounter along the way) 
through each level in search 
of the items needed to warp 
them to the next. It’s definitely 
easier said then done, as each 
character has their own 
strengths and limitations. Erik 
can swim, jump, has jet boots 
to reach high places and can 
use his head to break certain 
walls; Olaf has a shield which 
blocks enemy fire and can be 
used like a parachute, can 
shrink down in size to fit through small 
spaces, and uses flatulence to propel him 
short distances; Baleog has a saber for a 
weapon and a mechanical stretching arm 
which reaches across gaps, into alcoves, 
and can be used as a grappling hook, allow- 
ing him to swing across treacherous traps 
and pitfalls. Each viking is needed in order 
to complete the level and you can’t fin- 
ish a level if one of them kicks the buck- 
et. This is where the puzzle solving comes 
into play and, let me tell you, some of the 
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puzzles will have you so frustrated that 
you will run down the street, in your under- 
wear, screaming gibberish at passing cars. 
(It’s true, remember Matrtin Lawrence?) 

Besides the award-winning gameplay 
(what award? “The Greg Off Really Likes 
This Game and Thinks You Should Buy 
It Award”, OK?), Lost Vikings 2 is chock 
full o’ humor. Each of the characters have 
their own voice and the acting is very, very 
well-done. In addition to the three vikings, 
you'll meet up with a few new characters 
such as Fang, a wolf who sounds just like 
Gilbert Gottfried and Scorch, a dragon who 
is impersonated by a Sean Connery sound- 
alike. Then there’s the narrator who gives 
you clues every so often — who I swear 


sounds just like the guy in the Haunted 
Mansion ride at Disneyland. This is clas- 
sic stuff, let me tell you. 

There you have it. Norse by Norsewest 
is a great puzzle-oriented action game that . 
won’t be beaten in one or two sittings. It’s 
original enough that it should appeal to 
a wide variety of gamers and is guaran- 
teed to bust your brain, give you nasty 
migraines, and have you doubling over 
laughing one minute and swearing in frus- 
tration the next... and that’s a good thing. 
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There you have it. Norse by Norsewest: The Return of The |— 


Lost Vikings is a great puzzle-oriented action game that won’t | 


(1 1] Players be beaten in one or two sittings. It’s original enough that it 


should appeal to a wide variety of gamers and is guaran- 


teed to bust your brain, give you nasty migraines, and have 


you doubling over laughing one minute and swearing in 


frustration the next... and that’s a good thing. 
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PUBLISHED BY VIACOM/VIRGIN — DEVELOPED BY RADICAL ENTERTAINMENT 


Way back in our December ‘96 
issue, we previewed an upcoming 3D 
action platform game entitled “The 
Divide:Enemies Within”. The game was 
scheduled for a holiday release, but due 
to internal development squabbles, it 
got delayed until now. Developed by 
Radical Entertainment (best known for 
the stellar NHL Powerplay ’96), the 
game is co-published by Viacom New 
Media and Virgin Interactive. At the 
time we previewed the game, I was 
struck by the uniqueness of it. Even at 
this point in the PlayStation’s life cycle, 
there isn’t really another game in the 


_ software library quite like The Divide. 


So, before I start sounding like a PR 
weenie, lets get on with the review, shall 
we! 

Since this is a sci-fi based action 
platform, puzzle solving, shooter kind 
of a game, I think it’s best 
I describe the story line 
a little. Basically, it goes 
something like this, as the 
hero in the story, you’ve 
just woken up from a very 
deep sleep Ceons of sleep 
in fact). When you do final- 
ly role out of bed, you real- 
ize that you’ve been there 
for a while, but your partner is miss- 
ing. So, you set out on a quest to find 
your missing partner through this rift 
known as the Divide. The first thing 
you notice is that the place has changed 


© 
7896 Viacom international inc. AW Rights Reserved. Viacom New Media, 
THE OWIDE: ENEMIES WITHitt and aff related Litles, logos and 
Characters aré trasiemeres of Viacom international inc. 
Pisysiation and the Playstation logos are 
trademarks of Sony Compuler Entertainment, inc. 


a little, and those pesky little aliens 
who attacked you, when you first land- 
ed there many years ago, have now 
incorporated the technology they stole 
from you when they put you in the deep 
freeze, and are armed better than most 
third world countries looking for a lit- 
tle new territory to plunge. The rest of 
the story should be fairly 
obvious by now. Your mis- 
sion is to engage these hos- 
tile enemies and gather the 
necessary power ups you 
will need to find your part- 
ner. All of this is done, of 
course, in a massive (100 
stages) true 5D, go almost 
anywhere, environment. 
The first phase of the game is a 
training ground where you learn to do 
all the required tasks to complete your 
mission. Once you’ve successfully com- 
pleted the training, you move on to the 
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first stage, where there is no shortage 
of combat opportunities. You are imme- 
diately engaged by flying and crawling 
aliens that seem to have an endless 
supply of ammunition. As you kill each 
Xenomorph (the technical term) it 
leaves behind a little pre- 
sent, usually additional 
health, or some form of 
weapons upgrade. The lev- 
els are set up in a labyrinth 
type design, making you 
guess as to which way is the 
proper route out. If you 
choose poorly, you will have 
to back-track out while being 


very large and heavily 
armed mosquitoes. Once you 
make it to the next stage, 
you are presented with a 
save opportunity, and then 
its on to the next battle. 
There are a number of puz- 
zles you must solve along 
the way, in the form of finding the 
escape route. If you do this correctly, 
you will be rewarded with the almost 
prerequisite battle with the end of level 
boss. The format of the game does- 
n’t change much from there on in; it 
just gets a little more difficult and a lit- 
tle longer. 

The Divide is definitely a “gamer’s 
game”, in that it contains a lot of clas- 
sic 16-bit gameplay elements, and 
graphics, while updated for the 32- 
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bit platform, that are very reminiscent 
of some of the tried and true side 
scrollers from that era. The control 
is pretty straight forward, although 
being limited to two camera angles 
makes targeting your enemies a little 
difficult at times. The gameplay is sim- 
ple enough, find your enemy and kill 
him before he kills you, solve a few 
puzzles and kick the bosses butt. So, 
where does that leave us? The Divide, 
although not for everyone, is one of 
those games that you think you’ll give 
a rent and check out; next thing you 
know, you’ve spent the better part of 
a day with it. Although there is noth- 
ing really outstanding about the title, 
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there is nothing really bad about it, 
either. A good rental, and maybe a 
decent purchase if you miss some of 
the old 16-bit gameplay elements. 


The Divide, although not for everyone, is one of those |. 


games that you think you'll give a rent and check out; | 


| next thing you know, you've spent the better part of 
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| WING COMMANDER IV 


PUBLISHED AND DEVELOPED BY ORIGIN 


Like the earlier WC3, which we 
reviewed way back in June ’96, Wing 
Commander IV is a space shoot-‘em-up 
(converted from the PC) with tons and 
tons and TONS of full-motion video, to the 
point where it’s a movie connected by game 
sequences instead of vice versa. At the end 
of WC3, the player Cin the role of ace pilot 
Christopher Blair) single-handedly won 
the war between humanity and the 
Kilrathi, a race of cat-like creatures who 
have been the scourge of the galaxy since 
the original Wing Commander. At the start 
of WC4, the now-retired Blair is yanked and gets filled in on the dbjectives of the 
out of his new life as a humble farmer and mission. Then he takes off in one of sev- 
recalled to active duty. Seems that, with eral increasingly bitchin’ spaceships and 
the Kilrathi beaten, humanity is starting proceeds to wage war. The in-game con- 
to fight among itself ina region called the trols are unavoidably complicated: there 
Border Worlds. Blair’s brilliance ina star- are five control layouts, including one iden- 
ship is needed to silence the violence and tical to WC3 (a thoughtful touch) and one 
increase the peace. As the game progresses, for analog joysticks, but you’ll still have a 
though, Blair finds out that learning curve ahead of you. 
there’s much more to the Various button presses let you 
Border World skirmishes fire guns and missiles, drop 
than what he was told, and decoys, communicate with 
eventually finds himself hav- friends and enemies, and call 
ing to make the ultimate deci- up an "action sphere" to ana- 
sion (dramatic upsurge in lyze a mission map. In anoth- 
background music)... er thoughtful touch, you can 

The gameplay is very make the game as easy or as 
similar to WC3. Before each hard as you want. There are 
mission, Blair walks around a giant bat- three difficulty levels (affecting the pilot- 
tleship and talks to folks in various areas ing skill of your opponents), you can have 
(the barracks, the lounge, the bridge) for the computer handle several piloting chores 
gobs of information and a plot twist or automatically (such as matching speeds 
three. Then he goes to the briefing area with your current targets), and you can 
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No. Nada. Nothing. You're lettine 
your imagination run wid 


toggle invulnerability on and off (although 
you can still fail missions if you don’t com- 
plete objectives). 

While WC3 used computer-generated 
sets and was filmed on videotape, WC4 
uses real sets and was shot on real film. 
(it’s been rumored that the 
total cost of the FMV was a 
staggering $10 million.) Most 
of the cast members from WC3 
are back, including Mark 
Hamill (whose acting really 
has improved since Star 
Wars), Malcolm McDowell 
(from "A Clockwork Orange" 
to the CBS sitcom "Pearl"-- 
what the hell?!), John Rhys- 
Davies (the bearded guy on 
TV’s "Sliders"), and Tom 
Wilson (who turns in another 
hilarious performance as 
Maniac). Alas, neither of the 
total babes from WCS have 
returned; Colonel Blair seems 
to have gone celibate at the 
end of the war. 

So how about the GAME? Wing 
Commander III was a rough conversion, 
but Wing Commander IV is much better; 
the graphics and sound are much 
improved, the full-motion-video compres- 
sion is cleaner, and the gameplay is tighter 
and easier to control. Origin even kindly 
threw in three PlayStation-exclusive mis- 
sions to increase the longevity CWC4 has 
more movie and less missions than WC3). 
I definitely enjoyed playing through the 


MAWIAC: | ANEW YOU'D NEVER WANT _ 
TO FACE THE TRUTH, FARMER BLAIR 


game, because there’s usually more to the 
various missions than blowing up every- 
thing in sight--you need to use your wits 


and just not enough jobs fo 90 arounc 


along with your twitchy trigger finger. The 
CD loading times are on the slow side, but 
they’re not as frequent as they were in 
WC3. 

Wing Commander IV is more of a 
movie than a game, but it’s a much better 
PlayStation conversion than WC3, and def- 
initely more fun. Will WC4 appeal to any- 
one who didn’t play WC3? Probably not. 
But for anyone who enjoyed WC3, or who 
enjoys watching Mark Hamill emote (all 
three of them), WC4 is a keeper. 


Zach 
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Funny how playing a video game can 
conjure up twenty year old memories, but 
that’s what happened while playing Rally 
Cross from Sony. The commercial was a 
Tootsie Roll deal, with some kid asking 
an owl perched high in a tree, “Excuse me, 
Mr. Owl... Exactly how many LICKS does 
it take to get to the center of a Tootsie Pop?” 
And then the owl proceeds to lick and lick 
and lick and eventually gets tired of lick- 
ing and chomps into the center of the candy, 
saying, “I guess we’ll never know” — or 
something to that end. Why the rehash of 
an aged commercial, you ask? Well, because 
I got a similar feeling when playing Rally 
Cross, but it was more like “How many 
HOURS does it take before you can grasp 
the control mechanism of the freaking vehi- 
cles?” Much like the owl, I’ll have to say 
we'll never know, because I gave up after 
seven hours in frustration! What a disap- 
pointment! Sony has such a 
gorgeous game in Rally Cross 
and to kill it with such hor- 
rid control problems is a 
crime. 

Okay, so take a look 
around the text. What do you 
see? If you said “cool pic- 
tures” you are right on the 
money (and frugal with your 
verbiage). Rally Cross has the most beau- 
tiful backdrops ever produced in an off- 
road type of racing game. Some of the 
courses even have color and detail remi- 
niscent of Crash Bandicoot — high praise 


rookie ! 


you will have to improve your 
skills if you want to be a 


season champion ! 


— mud, snow, sand, etc.) which can all be 


indeed. Much like Hardcore 4x4 from ASC, 
the courses are pretty linear — you can’t 
get off the tracks, although there are gen- 
erally two or three short cuts in each race. 
Maybe “short cut” isn’t the correct term, 
as the different routes are more for easing 
up traffic and getting away from your com- 
petitors than shaving time off your laps. 
Perhaps a short cut or two 
would have helped the game- 
play in Rally Cross — you could 
use all the help available. Along 
with the vibrant colors and 
nicely texture mapped rocks 
and cliffs, Sony has also done 
a masterful job with the sound 
effects and musical score. The 
splashes through the creeks, 
the whine of the engines, and the cheers 
from the crowd are all top notch, and real- 
ly add an arcade feel to the game. Overall, 
there are six different courses (the usual 
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raced forward or backward, along with 
three different sections to race. The cours- 
es and track versions, along with car choic- 
es, open up as you complete each level. 
At Rookie level, there are eight vehicles to 
choose from, moving up to 16 cars at 
Pro level. As is becoming stan- 
dard fare in any racing game, 
the cars all have different 
attributes regarding speed, 
acceleration and handling. 
There’s also two player and 
four player modes. Two player 
is as fun as it can be in Rally 
Cross, but if you want to see 
four frustrated gamers at once, 
plug in the multi-tap device and 
have at it! One last feature is 
the racing mode. Here you can 
select whether all cars race in 
the same direction, or you can 
go “head on” with your com- 
petitors, or you can race a sea- 
son in which there’s a 
smattering of both normal and 
head on races. 

Recap: the sound is fine, the music is 
fine, the graphics are out of this world and 
the options are plentiful. So why does Rally 
Cross bite? Imagine driving in the slow 
lane, doing twenty miles an hour (in sand, 
gravel, snow, dirt, whatever) and turning 
the steering wheel slightly to the left and 
instantly finding yourself three lanes over! 
This is the basic idea behind the control 
issue of Rally Cross. Or how about every 
time you hit a curb (admit it, you’ve done 
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it at least a dozen times) you ended up 
rolling your car? Adding insult to injury, is 
the fact that of the four different camera 
angles with which to choose, NOT ONE will 
alleviate the pain. No matter what angle, 
you can’t get a feel for what’s coming up, 
so there’s no chance of finding a remidy 
for the faulty steering. Boy, talk about a 
prime candidate for a recall! Oh, and last- 
ly, I submit the following insult: I’ve been 
lapped and I’m nearing the end of the race 
— why are the other cars still flying around 
the track? Shouldn’t they be at the win- 
ners circle sipping milk? I don’t get it. Wait, 
don’t go — I’ve saved the biggest flaw in 
Rally Cross, for last. It only takes one flip 
or crash or wrong turn and the race is 


essentially over. You will NOT be able to 
catch up to the leader and possibly not even 
the 2nd and 3rd place cars. Now this type 
of perfection in racing is fine for the “Pro” 
level, but in Rookie? Gimme a break! 

If you’re looking for a good off road 
racing game, try Accolade’s Test Drive: Off- 
Road or the aforementioned ASC game, 
Hardcore 4x4. Rally Cross is worth a look, 
as a rental, just so you can see what might 
have been. Here’s hoping for a tweaked and 
drivable Rally Cross 2. 


Eric 
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PUBLISHED BY SONY — DEVELOPED BY MEDIA VISION 


i ~ od : = Many people are probably thinking to 


themselves lately, “thank God, somebody 
finally got it!” That “somebody” is Sony 
Computer Entertainment America, and 
what they “got” is the realization that role 
playing games are more than just a niche 
product here in America. While I agree that 
we're certainly not as passionate and fanat- 
ical about RPGs as our Japanese coun- 
terparts, these games can, and do, catch 
many a gamer’s attention. Although, I am 
by no means an avid role playing gamer 
(you know the type, game fans who buy 
import RPGs and sit in front of their TV 
screens with a Japanese to English dic- 
tionary, translating each and every word), 
I do enjoy delving into an adventurous 
quest every now and then. So, it’s with this 
mindset that Sony has undertaken the task 
of translating some of the more popular 
Japanese RPGs for us ever-so-fortunate 
gamers. 

Most of you will remem- 
ber that the first of these 
titles, Beyond the Beyond, 
was a less-than-spectacular 
game that, surprisingly, sold 
quite well due to the lack of 
any other true RPGs at that 
time. Their second RPG trans- 
lation, Wild Arms, is a step 
up, and in the right direction, in terms 
of overall quality. 

In Wild Arms, you control not one, but 
up to three separate characters who can 
set off on different quests during the course 
of the game. The story takes place in a 
land called Filgaia, which was once a pros- 
perous and peaceful place. History shows 
us that an army of metallic demons swept 
down on Filgaia and a huge battle ensued. 
When it was over, the once bountiful land 
was laid to waste and the survivors were 
left to live out their lives quietly, without 
the technology they once had, in small 
farming communities throughout the coun- 
tryside. Over 1,000 years have now passed, 
and the stories of these demons have 
become the stuff of myths and legends. 
It seems all is peaceful and content yet, 


a sense of evil has once again descended 
onto the land... 

Each character in Wild Arms has 
their own history and background: Rudy 
Roughnight is, in essence, the main char- 
acter of the game. He’s a wanderer who 
seeks adventure by traveling from town 
to town. Although he’s quite young, he has 
the makings of a great war- 
rior. Jack Van Burace is the 
| quintessential treasure hunter 
who is in search of an 
“absolute power”. He has a 
i smart-ass mystic rat named 
j Hanpan for a companion. 
| Cecilia Lynn Adelhyde is a 
young and beautiful princess 
who has powerful magical abil- 
ities and carries a secret magical teardrop 
pendant. In the beginning, you can start 
off as any one of the three characters but, 
eventually, they meet up and band togeth- 
er. 


Wild Arms could be considered a mix 
of both the typical RPG (i.e., Suikoden, 
Beyond the Beyond) and an action/adven- 
ture RPG (Zelda). Each character has their 
own unique tools, which they can use at 
any time during the course of the game. 
Rudy has an unlimited supply 
of magic bombs which, in a 
tribute to Link, can be used to 
uncover hidden areas or blow 
up obstacles that block his 
path. Cecilia has her teardrop 
pendant that, when used, will 
reveal hidden items or open 
magically sealed areas, Jack 
has his trusty rat that will 
shoot out across gaps and 
chasms to retrieve items and 
open chests. 

Wild Arms, like Beyond 
the Beyond, is split between 
its 2D dungeon-style explo- 
ration mode and many, many 
randomly occurring, turn- 
based SD battles. Unlike 
Beyond the Beyond, the characters, dur- 
ing the battles, are comprised of 3D tex- 
tured-mapped polygons, making for a much 
more dramatic fighting experience. The 
graphics, during these scenes, are a notch 
above the current crop of RPGs available 
for the PlayStation, and the 2D mode, while 
sporting the usual Japanese “big-head lit- 
tle-character” look, is full of tiny graphi- 
cal details. The music is of the highest 
quality, invoking feelings of the old west. 

One of the main focal points of Wild 
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Arms is that the game is extremely cus- 
tomizable. All sorts of different magics can 
be created by binding various elements or 
seals together, rather than the standard 
way of acquiring new spells every time 
your character levels up. The develop- 
ers, Media Vision, have tried to make the 
game extremely user-friendly, by allow- 
ing you to customize just about every win- 
dow, icon or option to your liking. There’s 
even a screen-saver that comes up if you 
leave the game sitting for a few minutes. 

The story unfolds nicely, is fairly intel- 
ligent and should hold the player’s inter- 
est for the duration of the game (which is 
quite long), while the puzzles range from 
glaringly easy to moderately difficult — 


most involve moving blocks onto switch- 
es or using your tool to advance further. 

What this all adds up to is that Wild 
Arms is a good RPG, and helps fill the nar- 
rowing gap that has been neglected up 
until recently, although it won’t go down 
in gaming history as one of the great one’s 
of ’97. If you think of it as a placebo until 
Final Fantasy VII comes out, you won’t be 
dissappointed. With that said, Wild Arms 
falls into the “mid-Silver” category as a 
good, but not great RPG. 
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After two years in development, VR 
Baseball '97 from Interplay is finally here, 
but let’s not waste too much time with the 
introductions, as there’s a ton of information 
to sift through! 

Interplay, and their VR Sports division, 
developed a new 3D engine for VR Baseball 
‘97 that utilizes the “Virtual Field Vision” cam- 
era angle. The camera can track the ball from 
any position, and zooms in and out as the 
action shifts from the infield to the outfield. 
There are two different pitcher/batter views, 
as well as the ability to put the camera any 
where in the stadium, and then watch the 
action from that vantage point. There are also 
licenses from Major League Baseball and 
MLBPA, so all the official team names and 
players are included. The features included 
are create and trade player, season length 
(full season, or three different limited season 
choices), batting practice, and the most addic- 
tive Home Run Derby ever created. Virtually 
every statistic is tracked, and the top 10 league 
leaders in each category are closely followed. 
There’s even an “All-Star Voting” section that 
lets you take a look at the current number of 
votes each player has. Lastly, all the stadiums 
are here, even the new stadiums in Oakland, 
Anaheim, and Atlanta. Unfortunately, there 
is no instant replay available. 

The game of baseball, without a doubt, is 
the most complicated (and detail oriented) 
sports game to simulate in the video game 
world. EVERY aspect can be critiqued, from 
the play mechanics of throwing, fielding, swing- 
ing, running, sliding, and diving, to the intel- 
ligence of the computer opponent in pitch 
selection, player management, pick-offs, and 
hitting style, just to touch on a few. VR Baseball 
‘97 has pluses and minuses in these areas. 
Starting with the negative, the AI sometimes 
goes numb, as I’ve encountered on many occa- 
sions where things happen that shouldn’t. 
One time Paul O’Neil tried to bunt with one 
out, one on, bottom of the 8th, and the Yankees 
down 10-3. Is George calling the shots again? 
If the pitcher tries to pick you off base (any 
base), you will always be able to get back safe- 
ly. If a pitcher is getting shelled early, the com- 
puter won’t take him out quick enough. I’ve 


run up ten runs in three innings, and the pitch- 
er stays in for the fourth — why? I’ve never 
(15 games into my season) had the comput- 
er attempt to steal a base against me. I haven’t 
seen the computer use a pinch hitter. The AI 
doesn’t recognize sacrifice flys and bunts, sta- 
tistically speaking. If you bring in a reliever 
and inherit runners that score, the runs will 
count against the reliever, and not the pitch- 
er responsible for putting them on base. 
Errors? Yes there are errors, but again, if a 
runner scores on an error, it will count as part 
of the pitcher’s ERA. Infield (or foul) pop-ups? 
Never seen one. 

As you can see, most of my complaints 
with VR Baseball ‘97 are with the computer 
AI and mostly on the simulation aspect. On 
the positive side, if the computer hits a ball 
into the outfield and I don’t throw the ball 
back to the right cutoff man, it will usually 
act aggressively and try for an extra base. 
The animation of the motion captured play- 
ers is flawless. The players all throw smooth- 
ly, and with the right speed. Not all your 
outfielders can hit the second baseman on the 
fly, so you will need to know when to hit the 
cutoff man. Fielding is very fluid and natur- 
al feeling, although I haven’t been able to dive 
for a ball in the infield. VR Baseball ‘97 uti- 
lizes two color icons that let you know if the 
ball is “catchable” or not. Blue means not like- 
ly, and red means you shouldn’t have a prob- 
lem getting to the ball, whether it be a fly ball 
or a grounder. Unfortunately, some of the 
infield grounders that are hit sharply and 
heading between, say, the shortstop and third 
baseman immediately come up with a blue 
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“dot”, thus your left fielder is activated and 
you can’t even attempt to dive for it. I’ve never 
seen the computer dive for an infield grounder, 
either. In the outfield, on the other hand, div- 
ing, leaping, and chasing balls into the gap 
are all done impeccably. There’s nothing like 
running down a fly ball that the computer 
thinks is uncatchable, and then making the 
snag at the last second with a full length dive! 
On offense, hitting doubles and triples is a 
reality, where in some baseball games I’ve 
never even hit a triple! I love the sight of the 
ball heading into the gap, and then pressing 
the “L1” and D-pad to get my guy motoring 
around the bases. This is a truly fantastic part 
of VR Baseball. The hitting mechanism is done 
by pressing either contact or power (X or O, 
respectively) and the D-pad for location. One 
A+ feature is the fact that it IS possible to hit 
homers with the x button, provided you’re 
right on target. Also, hitting to specific loca- 
tions and using the opposite field are all eas- 
ily accomplished once you’ve gotten a grip on 
the technique. One problem that almost every 
baseball game has suffered through since the 
Super Action Controllers is with advancing 
and returning the base runners. Interplay has 
done a masterful job in that area by using the 
L1 and Rl shoulder pads, along with D-pad, 
to simply get your guys where you want them. 
It takes a, little dexterity to move one guy from 
third to home, while moving another guy back 
to second but, once you get it down, you’ll 
be a running fool. 

Hitting home runs is very rewarding, 
in that you can hit McGwire moonshots, 
Brady’s line drive peas, and Bond’s floaters, 


All in all, VR Baseball ‘97 is the first baseball game for {— 


all out of the park. The physics of the ball 
flight are absolutely terrific, although the cam- 
era does get herky-jerky while tracking some 
foul balls. Hitting a dinger in VR Baseball '97 
is the most rewarding feeling one can have 
in video game baseball! 

Speaking of ball physics, the pitching 
dynamics are the most realistic of any base- 
ball game I’ve ever played. The sliders break 
hard and fast, and the curves have nice, big, 
slow breaks to them (Nolan would be proud). 
And low, shin high fastballs? Wow! Try to 
hit one of those! The forkballs drop convinc- 
ingly, and the sinkers will get you the grounder 
you want. Controlling the pitching is intuitive, 
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as Interplay has created a solid pitching mech- 
anism as easy as hitting the D, O, or X (spe- 
cial, curve, or fastball) button and D-pad 
(location) at the same time, and then quick- 
ly doing the same action again for speed (slow, 
medium, fast) and finer location. It’s sim- 
ple, yet effective. 

All in all, VR Baseball ‘97 is the first base- 
ball game for the Playstation that I WANT 
to play, and that I will continue to play. It may 
be lacking in some areas, and maybe a. bit too 
easy, even on All-Star level, but it still has the 
gameplay and stats to keep me coming back 
for more. Although Triple Play ‘97 earned 
Gold last year, we based Interplay’s title on 
second generation standards, and therefore 
arrived with a score of 89. For my money, VR 
Baseball ‘97 is the new king of baseball games. 


Eric 
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Did you ever wish you had a video 
version of the classic naval strategy 
game, Battleship? Well, now you’ve got 
your chance, with EA’s new “Battle 
Stations”. Not an exact duplication, but 
the similarity is unmistakable. Battle 
Stations pits you, one on one, against a 
naval competitor using a variety of ships 
and submarines, in a quest to sink 
everything that crosses your bow. More 
or less a PC type of game, Battle 
Stations’ challenge is to engage the con- 
sole gamer in a strategy game with 
enough arcade elements built in to keep 
you on the edge of your seat. 

First off, let’s start with the basics. 
Battle Stations is basically a waterborne 
fighting game, without the special moves, 
that uses ships instead of character 
based fighters. You have two choices of 
gameplay, arcade and campaign. The 
arcade mode allows you to choose which 
type of ship you will use to engage the 
enemy, in a one-time battle that will 
have the loser relegated to shark food. 
At the end of each battle, you are award- 
ed points for your victory based on the 
type of ship you sink. The points add 
up to promotion, working your way 
up from the lowly Ensign Pulver to the 
esteemed Admiral Nimitz. At the end of 
each battle, you have the choice of pick- 
ing a new ship, or continuing with the 
same platform. The computer will 
always pick a different platform, which 
gives you the opportunity to become a 
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specialist on the ship of your choosing. 
In the arcade mode, your ships don’t 
carry damage over to the next battle, 
so you always have a clean slate to start 
the next round with. Your choice of ships 
includes; an aircraft carrier, Cwhose pri- 
mary weapon is a strike force of three 
F-14 fighters that launch attacks from 
the deck of the carrier) destroyer, cruis- 
er, battleship, fast attack submarine, 
plus a hydrofoil, mine layer and troop 
transport (which is best used in the 
campaign mode). Each ship looks 
remarkably like the US. Navy’s state of 
the art equipment and has its own array 
of weapons that they use particular 
to the mission of the ship. For exam- 
ple, the battleship’s primary weapon is 
its 16 inch guns. That pretty much sums 
up the arcade mode; sink or be sunk, 
there’s not much else here. It really 
shouldn’t be called the arcade mode 
because in reality, it’s just a training 
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mode. 

The campaign mode uses the same 
ships, but requires the young naval offi- 
cer to plot a strategy for accomplish- 
ing one out of a choice of ten different 
missions. This time around, in addition 
to making shark bait out of your adver- 
Sary, you also have to take on shore 
batteries and land troops. This is where 
your troop transport and mine layer 
come in handy. Although the 
campaign mode can keep 
you busy for quite some 
time, ultimately it’s the 
same thing as the “arcade” 
mode: sink or be sunk. 
Granted, you have multiple 
ships at your disposal and 
can choose how you wish to 
engage them, but the game- 
play is still the same. 

When I first heard of 
Battle Stations, it sounded 
pretty cool. After playing it 
for a couple of weeks, I’ve 
changed my mind. Let’s 
start with the fact that, 
regardless of the mission, 
the gameplay is always the 
same; throw on top of that the fact that 
you and your opponent share the same 
arsenal of ships, making for a pretty 
monotonous experience. From a tech- 
nical stand point, let’s talk about the 
fact that you have to be nearly on top 
of the other ships before your target- 
ing device has you in range. The mis- 
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siles that these ships carry can actu- 
ally be fired from over the horizon, 
so having to fire close enough to moon 
the captain of the other ship takes some 
of the strategy out. It’s the same with 
the guns; those 16 inch guns on your 
battleship have a range of over 25 miles, 


but you need to be up close and per- 
sonal to be in range to fire them. The 
one positive element of the game is the 
two player mode, but what game can’t 
you say that about? Not a total waste 
of time, the naval battle concept is still 
very new to the PlayStation but, at best, 
it’s a borderline rental. 
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I don't pretend to be anything resem- 
bling a motorcycle/motocross expert (I 
wiped out on a dirt bike coming down 
"White Face" in Reno, Nevada when I was 
14 years old... does that count?), but I 
know fun when I play it, and Playmates 
Interactive's VMX Racing is it! 

Don't get me wrong, there are some 
rough edges, as PlayStation racing games 
go. Namely, the circuit animation is a few 
frames short of a newsreel, the simula- 
tion side of things is sorely lacking and 
the competition is a little on the tough side, 
but the game scores serious points for: A) 
being the only motorcycle racing game on 
the PlayStation Cother than Road Rash, 
which is now over 1-1/2 years old) and 
B) being a kick to play. 

VMX Racing offers one or two play- 
er (via horizontal or vertical split-screen 
play — vertical being the faster and more 
playable of the two) compe- 
tition among eight different 
racers. Players can choose 
to participate as one of four 
different characters over six 
different courses. There are 
options for Practice, Single 
Race, a two race circuit and 
the Full Circuit mode — fea- 
turing both stadium and 
open road racing over all six featured 
courses. In addition, the player can con- 
trol the pitch and blast (a turbo feature) 
of his bike, as well as try to pull-off a 
few airborne moves, via the Rl and R2 


RATI 


PUBLISHED BY PLAYMATES — DEVELOPED BY STUDIO E 


\ Arg PF 


Menu Selection 


buttons. 

Graphically, the game is very detailed 
and the courses look great. The ups and 
downs of hilly terrain are handled very 
well and there are a tremendous amount 
of color and roadside objects present. The 
trade-off in this, however, seems to be the 
missing frames mentioned above. This 
manifests itself in a control 
scheme that is a little shaky 
and that will take some get- 
ting used to (a few too many 
wipeouts is the price you pay). 
VMX also makes use of a num- 
ber of different third-person 
camera angles and the biker 
graphics and animation are 
smooth and seamless. In addi- 
tion, the game features a pounding metal 
soundtrack, courtesy of Tommy Tallarico 
— appropriate for the competition, me 
thinks, and a track-side announcer that 
highlights your cool moves or moments of 
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The Gameplay in VMX is strictly 
arcade. Although there is the six-track cir- 
cuit mentioned above, with "Racer Points" 
awarded in each race, there is no multi- 
ple season play or additional courses 
awarded for moving up in a 
circuit, as in Psygnosis' 
Destruction Derby 2 — so 
there is not a whole lot of dif- 
ference between the abbrevi- 
ated season mode and Single 
Race mode. Of course, as 
Namco's Ridge Racer series 
has proven, there is nothing 
wrong with "strictly arcade" 
racing. In fact, VMX conjures- 
up fading memories of Sega's 
classic arcade machine, 
“Enduro Racer". Where it is 
really lacking is in the fin- 
ishing touches department. 
For example: when you are 
competing in the Full Circuit, 
you are literally thrown right 
into a race, with no introduction to the cir- 
cuit that you are competing in. When the 
race is finished, you get a quick one-screen 
summary of the circuit point totals to date 
and your lap times, a quick little CG cut 
scene, and then... whooosh! — right into 
the next race. What happens when you 
finish the circuit? That's right, whooosh! 
— quick summary screen, then you are 
kicked out to the main menu. 

From a control standpoint, the game 
emphasizes strategic use of your blast and 
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brake — use the blast any time you can 
safely get away with it and use the brake 
ONLY when absolutely required (the San 
Jose National circuit immediately comes 
to mind). Finally, the computer opponents 
are set a little on the tough side, but never 
to the point of frustration (a difficult thing 
to achieve in a racing game, and one of 
VMX's strongest qualities). You will find 
yourself placing 5th a lot in the beginning 
but, with a little practice and better course 
knowledge, you will regularly place in the 
top three — but most gamers will not dom- 
inate because, when you are among the 
leaders, they stick to you like glue — one 
wipe out and you will be fighting to try to 
get back in the competition. 
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When all is said and done, VMX Racing 
is a good addition to a racing fan's col- 
lection. While it is not as polished a prod- 
uct as Formula 1, Rage Racer, Need for 
Speed or Motor Toon Grand Prix, and the 
two player game is not worth playing, and 
it suffers from a VERY short features list, 
it is a fun game that features intense com- 
petition, good graphics and a nice simu- 
lation of speed, with a difficulty setting 
that will challenge even the most avid rac- 
ing fanatic. Check it out. 


Dave 
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After the smattering of blunders I’ve 
made in reviews over the past few issues- 
-including one which was gleefully reprint- 
ed in the reader-mail section of a 
competing zine, giving me the rare honor 
of being labeled a complete idiot in not 
one, but TWO nationally distributed peri- 
odicals--rest assured I’ll be checking the 
text in this review 18 times for factual 
errors. 

So, on to the business at hand: Goal 
Storm ’97, the second soccer game from 
Konami, and an entry into an already- 
crowded field dominated by EA’s FIFA 97, 
which I gave a massive rating a few 
months back. We never reviewed the orig- 
inal Goal Storm, but it was an okay game 
for its time (a year and a couple months 
ago), with arcade-paced gameplay and 
rather simplistic polygon players. Goal 
Storm ’97 is a major improvement in every 
way: the visuals are much 
prettier and the gameplay is 
noticeably deeper. There are 
four modes of play: Ba. «| 
Exhibition (a single game Fis 
between two of Goal Storm IP? i= 
‘97’s 32 fictional national i! 
teams), International League 
(16 teams in one giant 
league), International Cup 
(the requisite World Cup mode), and P.K. 
(a hip abbreviation for penalty kicks). 

Goal Storm ’97 gives you a decent 
degree of control over the players (who 
can dash, slide tackle and push) and the 
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passing. There’s the long (lob) pass, the 
short (ground) pass and the through pass, 
which is what you use when another play- 
er is breaking toward the goal. The through 
pass is used frequently in real-life soccer, 
and it’s better implemented here than any 
other soccer game, including my beloved 
FIFA. 

Shooting is done by hold- 
ing and releasing the SQUARE 
button; the longer you hold, 
i the harder the shot. (A handy 
| power meter appears at the 
bottom of the screen as you 
prepare to fire.) Adding after- 
pay touch to the shot is a major 
pain; instead of using the L 
and R buttons, you have to 
quickly press and hold X while moving 
the control pad. Aftertouch is a crucial 
part of soccer games, and making it so 
hard to pull off is Goal Storm’s biggest 
flaw. Believe me, you NEED aftertouch 


against the excellent goalies in this game; 
when you score in Goal Storm ‘97, it’s 
almost always because of a great pass or 
a great shot, not goalie stupidity. (’m 
thinking here of adidas Power Soccer and 
its "score every time by kicking from the 
kick-off circle" bugaboo.) 

With three difficulty lev- 
els, Goal Storm ’97 gives good 
challenge, and there’s a very 
noticeable difference between 
the skill levels; computer play- 
ers who let you lob the ball all 
day at Easy will challenge you 
for every header at Normal. 
There’s almost TOO much of 
a difference between the best 
and worst teams; regardless 
of which formation or strat- 
egy is used (135 of the former 
and roughly a half-dozen of 
the latter), a weaker team 
won’t be able to use the lob 
pass — the stronger team 
wins the headers every time 
— and will have a hell of a time getting 
any quality shots on goal. When a good 
team’s playing a bad team, all the bad 
team can usually do is keep lobbing the 
ball out of its own end and praying for 
a breakaway that never comes. Another 
flaw. 

Goal Storm ’97 has excellent graph- 
ics, competitive even with FIFA. The four 
oD stadiums (with 2D mountains in the 
distance) are well-proportioned, but the 
views of the action aren’t as dynamic 
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as FIFA; you get a side view with three 
levels of zoom, or an awkward vertical 
view that doesn’t show enough of the field 
in front of or behind the player with the 
ball. The players here are more physically 
varied than the players in FIFA 9'7--sport- 
ing different heights, weights, and hair- 
dos--but aren’t nearly as detailed or 
smooth. — 

The sound effects are fine, but the 
commentator is merely annoying; he spits 
out his limited repertoire of phrases sev- 
eral times a game, and often with com- 
pletely mismatched speech samples, i.e., 
"OFF THE BAR?!... That’s confident goal- 
keeping." At least it’s good to know that 
unemployed British men will always be 


able to find work doing voiceovers for soc- 
cer games. 

With its little gameplay annoyances 
and omissions, its grating narration, and 
its lack of an official license, Goal Storm 
’97 can’t reach the upper ranks of FIFA, 
or adidas Power Soccer, but it’s still a fun 
and challenging game with an excellent 
pace. If you like soccer games, but don’t 
care for FIFA’s extremely deep gameplay 
or leisurely speed, Goal Storm ’97 is an 
excellent alternative. 


Zach 
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Jaleco has a new first person shoot- 
er on the way with a title that’s almost 
as wordy as Sony’s Kileak the DNA 
Imperative. Oddly enough, the game, 
BRAHMA Force: Assault on Beltlogger 
9, was developed by the very same 
programmers and is, in a sense, Kileak 
5. How’s that for irony? Anyway, with- 
out missing a beat, to the review we 
go. 

The story of BRAHMA Force, (btw, 
BRAHMA stands for Bipedal Robotic 
Assault Heavy Mechanized Armor — 
just in case you were wondering) has 
you strapped into the cockpit of your 
heavy mech (thus the BRAHMA) in an 
effort to infiltrate the space fortress 
of Beltogger 9; a once peaceful colony 
that has been overrun by the heinous 
Dionisio Vega who has sworn to ani- 
hilate mankind. Why are we always 
saving mankind...? Just a 
thought. This is played out 
via beautifully rendered 
CG cut-scenes. spliced 
throughout the game as 
well as brief communica- 
tions you have with your 
BRAHMA partners. 

The gameplay is a mix 
between the tried and true 
first-person corridor formula and some 
new elements not usually found in this 
style of game. There is a new sense of 
freedom with the inception of the abil- 
ity to jump and hover for a limited 
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amount of time before your mech over- 
heats. Think of it like a scaled-down 
Jumping Flash game mechanic. In any 
event, this adds new vertical elements 
to the game, as you can jump onto ver- 
tically moving platforms above you 
which, in turn, loft you to the upper 
reaches of the level. In addition, there 
are Many power-ups, vari- 
Ous weapons and special 
items that can be gathered 
and utilized during the 
game, such as temporary 
shields, homing missiles, 
banger bombs, etc... adding 
a strategic element not nor- 
mally found in this type of 
game. 

Like Sony’s Epidemic, (Kileak 2 for 
those of you that are keeping score) 
BRAHMA Force could be considered a 


thinking man’s shooter, as it is not just 


about kill-or-be-killed, although the 
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strategy seems fairly limited and won’t 
have you scratching your head for too 
long. For example, early on in the 
game, I found myself presented with 
a doorway that required a password. 
What password? I didn’t remember 
getting a password. With 
a press of the button, the 
computer gently reminded 
me to check my logs, which 
are conveniently recorded 
for you to go back and lis- 
ten to at any time. I guess, 
in my impatience to keep 
playing, I skipped through 
that intermissi 
the kind of strategy you can 
expect. 

The levels themselves 
are layed-out well, although 
they are fairly short, and 
it’s possible to breeze 
through them pretty quick- 
ly. The graphics, on the 
other hand, are just short 
of amazing, with seemingly hi-res tex- 
tures that don’t pixelate when you get 
right up close, and highly detailed 
polygonal enemies. 

BRAHMA offers tight control and 
utilizes all of the PS Pad’s buttons. The 
D Pad moves you forward, backward, 
right and left, the L1/R1 buttons s trafe. 
the L2/R2 buttons allow you to look 
up and down, X jumps and hovers, O 
is your shields, Square is your weapon, 
and Triangle activates switches and 


opens doors. Then there’s the Start 
and Select buttons, which access com- 
mand screens and weapons selection 
and power-up screens, respectively. 
You can see, in terms of control, there’s 
a lot to do here and it doesn’t take too 
long to become acquainted with it. 

In addition, if you’ve played the 
import version, which has been avail- 
able for some time in Japan, Jaleco 
has taken a few extra steps to ensure 
this game will suit the American 
gamer’s tastes. In fact, they have gone 
back into the game and added a bevy 
of new enemies and upped the diffi- 
culty level a few notches. They also 
made an investment in the audio 


department, with quality American 
actors dubbing over the Japanese 
speech. 

The probiem is, that although it all 
sounds good and looks good, BRAHMA 
Force is missing something I can’t quite 
put my finger on. It’s like baking a 
cake and not having the right amount 
of sugar so it ends up tasting kind of 
blah. I guess that’s probably not the 
best analogy, but I think I got my point 
across. Rent before you buy. 
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The number one b-ball game from last 
year’s crop, NBA Shootout ‘97, adds to 
the colorful presentation and fast paced 
gameplay that made the original such a hit. 
In ‘97, Sony has added season stats and 
league leaders, more realistic individual 
player attributes (no more Mark Price doing 
monster jams), and a wonderful stats update 
window that appears during the course of 
the game. After each made basket or 
attempted shot, you’ll receive an update on 
the player(s) involved, be it rebounds, points 
and field goal percentage, steals, or assists. 
What’s even cooler (?) about this, is that 
the update gives you the game totals, cur- 
rent season average and last year’s aver- 
age. You can also shoot fade aways now, 
and there’s a special button that lets your 
suy do a cross over dribble or a behind the 
HE | back dribble to allow you some freedom 
from the defender. Sony has incorporated 
a lot of the standard features 
that are necessary in any bas- 
ketball simulation, including: 
create and trade players, the 9. 
aforementioned statistical 
tracking and league leaders, 
instant replay, multiple cam- 
era angles, customizing game 
options (for arcade or simu- 
lation modes), and a host of 
other choices that round out the menu selec- 
tion screens. OK, enough with the window 
dressing, let’s cut to the chase, shall we? 
NBA Shootout ‘97 is neither a simu- 
lation nor an arcade game. Where you can 
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make a case that EA’s NBA Live ‘977 is sim- 
ulation through and through, and that 
Konami’s NBA In the Zone 2 is pure arcade . 
play, you look at Shootout and just kind 
of shrug. As the stats will tell you look 
at the pretty screen shots) something ain’t 
right in simulation land. I scored 118 points 
with Joe Smith in my season mode (this 
game was against Denver), and 
that was with full fatigue and 
four minute quarters, on All- 
Star level! What the heck is that 
all about? All you have to do is 
dump the ball down low to the 
guy on the block, then go 
around the defender cif he 
blocks you left, just spin right) 
and jam it on his sorry head. 
Do it 56 times and you’ve got 118 points. 
Free throws? I’ve only been fouled six times 
in thirteen games. Oh, I have fouled the 
computer and it has gone to the line, but 
me? Nooo sir. Maybe it’s Joe’s ability level 
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iron, most of the time, so you WILL get the 
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allowing him to shoot 97%? Maybe not. Try 
doing that in Live or Zone, it just won’t hap- 
pen. Of course, at the All-Star level, you 
will need to make layups all day long, 
because the computer generally shoots 70- 
80% against you. You could make a defen- 
sive stand and try to block a shot, but you 
have to be standing right in front of the 
other player (or right behind him) and jump 
before he shoots it. There is no jumping lat- 
erally and hitting turbo to catch up and 
block the shot ain’t gonna work, either. You 
can steal the ball, but the majority of the 
time when you knock it away, the computer 
will just get it right back. Also, the com- 
puter passes the ball (as do you) so quick- 
ly that there isn’t much reaction time in 
being able to switch defenders and guard 
the offensive player who just received the 
pass and immediately launched a jumper. 
Nine times out of ten, he will shoot the ball 
before you can react. 

The most positive and unique element 
in Shootout ‘97 is the introduction of Icon 
Passing. This technique, created by holding 
down the L2 button and then pressing the 
corresponding player icon button, is a nifty 
little play mechanic that allows for quick 
give and gos and pinpoint passing accu- 
racy. Using this method will allow for some 
quick and easy buckets. Then, there’s 
rebounding. Much like EA’s game, you don’t 
get a real good idea of where the ball is 
going after it hits the rim, so you just find 
yourself jumping (straight up) and hoping 
that you come down with the ball. Unlike 
Live ‘97, the ball comes straight off the 


The bottom line with NBA Shootout ‘97 is that it’s a 
hybrid simulation/arcade game that leans heavier | 
| on the arcade elements and it’s a sequel that is an 


rebound (as opposed to it hitting the floor), 
but you just won’t feel like you have as 
much control as you do in In the Zone 8. 
Another sore spot, for me, is the complete 
lack of a tip-jam. For those of you that know 
the feeling, you will agree that this is the 
second greatest thrill (next to blocking some 
sap’s shot off the glass) one can have in 
basketball. The tip-jam is the ultimate in 
grace, athleticism and power; all the ele- 
ments that make the game of basketball 
the greatest sport on the planet. Well, it 
ain’t here. Nowhere. Nothing. Nada. Zip. 
Instead, if you do come up with an offen- 
sive rebound, you just get to go back up 
and throw it down, regular style. Of course, 
you'll probably get stripped half of the time. 
But hey, it’s a simulation, I mean arcade 
game... I don’t know... 

And how about the motion capture? 
Sony used Latrell Sprewell for ALL of their 
capturing, and the results are both thrilling 
and exasperating. On first impression, 
watching the dunks, fluid dribbling and run- 
ning is impressive; but it soon becomes tire- 
some, as you see Patrick Ewing do Sprewell 
dunks. Then you see Pippen saunter down 
court like Sprewell. Then you watch The 
Admiral shoot like Latrell. I thought 
Robinson was left handed? And aren’t Ed 
O’Bannon and Chris Mullin left handed, 
also? Nope, in Shootout everybody shoots 
like Spree. What is this, Socialist basket- 
ball? 

The bottom line with NBA Shootout ‘9'7 
is that it’s a hybrid simulation/arcade game 
that leans heavier on the arcade elements 
and it’s a sequel that is an improvement 
over last year’s model. For those of you 
that purchased NBA Live ‘97 (and appar- 
ently a lot of you did) but want more game- 
play, but without all the arcade style of NBA 
In the Zone 2, you should take a look at 
Shootout ‘9'7. It may have what you’re look- 
ing for. As for me, I'll keep runnin’ and gun- 
nin’ (and tip—jammin’) with In the Zone 
2, baby! 


Eric 
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| that purchased NBA Live ‘97 (and apparently a lot of 
| you did) but want more gameplay, but without all 
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All you Saturday night TV wrestling 
fans rejoice — T*HQ and Kokopeli Digital 
Studios bring you WCW vs The World. 
While Pll admit to nothing but knowing 
a high school wrestler named Joe, I’ve 
enjoyed playing an occasional wrestling 
game ever since Mindscape’s Bop ‘n’ 
Wrestle for the Commodore 64. I’ve 
also played a fair amount of WWF 
Wrestlmania from Acclaim and Power 
Move Pro Wrestling from Activision. 
Having spent some time with WCW, it 
seems as if not a whole lot, in the way 
of moves anyway, has changed since 
the first generation Playstation titles, 
and heck, even since the C64. The poly- 
gon characters and the level of detail 
have certainly improved the screen 
shots, but the overall feel is much the 
same. 

T*HQ seems to have ot the 
repetitive play mechanic ___. 
issue, as they have filled wr 
WCW with tons of differ- Tiger 
ent wrestlers (fifty-two to |72 
be exact) and gameplay 
options to help cover the 
obvious shortcomings. In 
WCW, you can choose from §f § 
seven different play modes: }] ™ 
League; Best of Seven; 
Exhibition Match; Elimination Match; 
Tournament; League Match; and Double 

Title Match. After choosing a game style, 
you are then afforded six more choic- 
es on the limitations of the match, rang- 
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VS THE WORLD... 


"Options. 


ing hoaian PS ropes Hing ring okt, 
to time limits and number of falls. 
Adding to the variety of game options 
are the signature moves of each char- 
acter, although there are really only 
a limited number of moves, sprinkled 
amongst all the characters. WCW has 
the Hulkster, Lex Luger, Ric Flair, the 
, oting, and a few other of the 
suman |} notable regulars on Saturday 
‘mmaxt Night Nitro. There are many, 
mon, LAany fabricated characters 

itt for WCW, with a few sport- 

MOMAT . 

| pome} ing “Super Hero” type cos- 
gr) tumes — my favorite being 
~ the dude that looks like 
ai Captain America. All the 
characters have the “Tobal 
No 1” cor Virtua Fighter) polygonal look. 
Most of the heavier guys (230 lbs and 
up) all sort of have the two-piece bar- 
rel chested thing going on, along with 
the tree limb type arms. For me, this 
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really isn’t a problem, as much as the 
fact that all the characters move in 
Herman Munster fashion — what we 
like to call “methodically lumbering”. 
Herein lies my major complaint with 
T*HQ. Speed up the gameplay and then 
we'd be talking. It’s the 
Goldilock’s porridge thing 
happening all over again: 
WWFE is too fast; WCW is too 
slow; but Power Move is juu- 
ussssttt right. Maybe “too 
slow” is a little harsh, but 
it does seem like there’s a 
hesitation from the time you 
hit a button to the time your 
on screen actor, I mean 
wrestler, initiates a move. 
And, the moves are the stan- 
dard wrestling fare. You 
know, whack the guy in the 
face a couple of times, and 
then, while he is “stunned”, 
you go in for the grab, pick 
him up, and then pile drive 
his head into the mat. Or better yet, 
you pick ‘em up over your head and 
toss him out of the ring, and then jump 
on him and step on his head two or 
three times. I knew there was a reason 
why I keep playing these types of 
“sports” games! 

As far as sound effects go, WCW vs 
the World is lacking in this area a bit 
more so than in the graphics depart- 
ment. Grunts, groans, and cries of agony 
are all part of the WCW arena, but are 
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sorely lacking in this game. You don’t 
get much more than an occasional slap 
and thud, and the “roars” from the 


crowd are muted and sparse, at best. 

In the end, WCW vs the World is 
a decent wrestling game, but. one that 
tries to razzle the gamer with tons of 
characters rather than with solid game- 
play. Unfortunately, once you’ve played 
the game with all the characters (a, chal- 
lenge indeed) you’ll find yourself putting 
this one on the shelf for some time. If 
you're a wrestling fanatic, rent it for 
yourself and see — you never know, 
it may be just right for you. 


In the end, WCW vs the World is a decent 
wrestling game, but one that tries to razzle the 
gamer with tons of characters rather than with 
solid gameplay. Unfortunately, once you’ve 
played the game with all the characters (a chal- 
lenge indeed) you'll find yourself putting this one 
on the shelf for some time. If you’re a wrestling 
fanatic, rent it for yourself and see — you never 
know, it may be just right for you. 
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in a claustrophobic arena 


PUBLISHED BY PSYGNOSIS —— DEVELOPED BY BEYOND REALITY 


League of Pain — the full title being 
Professional Underground League of 
Pain, a.k.a. PULP — is the third "future" 
— sport game for the PlayStation, and 
the third to feature a glowing orb. Are 
there ANY sports in the 21st century 
which don't require the players to pop 
a 9-volt battery into the ball? Yeesh. 


~ Much like those earlier PlayStation 


games, Blast Chamber and Pitball, 
League of Pain is a "no-rules" sporting 
event with gameplay aspects of 20th- 
century sports — in this case, so many 
that Psygnosis can't even make up their 
minds as to which sports they are. In 
the two press releases I got with PULP, 
one calls it a mix of "hockey, basket- 
ball and bare-knuckle brawling," and 
the other says it combines "the action 
and look of basketball, football and 
rugby. it 

The game takes place 


with two narrow slots 
called "chargers" at either 
end, and a large circular 
goal hovering high over the 
center. The idea is to grab 
the plasma ball with any 
of your four players, run 
across the arena while 
punching the snot out of anyone who 


_ tries to tackle you, and stuff the ball 


into the charger to turn it into your 
team's color. Once the ball has been 
charged, you shoot it into the goal to 
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score points. There are 1, 2, and 3-point 
areas on the arena floor; the farther 
the shot, the more points you score. If 
you're on defense, you can attack with 
punches and sliding tackles. You can 
also briefly clamp the goal shut to block 
a shot, but the timing needs to be near- 
ly perfect. For a final gameplay wrin- 
kle, members of the crowd 
# occasionally throw power- 
ups onto the arena, floor. 
There are plenty of 
gameplay options to be had: 
16 teams, three game- 
play modes (a single-game 
Friendly, a 16-team League, 
and a 4-to-16-team Tourna- 
ment), 25 camera angles of 
the action GCmost of them, unfortunate- 
ly, useless for anything besides pretty 
screen shots) and editable players Cyou 
can alter the player names and their 
four stats of accuracy, power, speed and 
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stamina.) 

What ISN'T to be had, unfortunately, 
is a whole lotta fun, for a great variety 
of small reasons I'll list for you now. 
Reason #1: With the dark arenas and 
player uniforms, it's often hard to tell 
which players are on which team; yet 
another case of flashy graphics inter- 
fering with gameplay. 
Reason #2: Too much of the 
gameplay is left a mystery 
because of the awful instruc- 
tion manual. How long do 
power-ups last, and what are 
their effects? Is there any 
way to help aim a shot? Is 
it affected only by the accu- 
racy rating of the players? 
Is it affected if a defensive 
player is nearby? The man- 
ual doesn't even explain 
how the star symbol indi- 
cates the best player on a 
team, which is a VERY use- 
ful nugget of info. Reason 
#5: The combat--supposedly 
one of the game's highlights- 
-is downright boring. (Hey, that explains 
the "Kids to Adults" content rating.) 
Players often get stuck in clumps, 
valiantly attempting to fight but most- 
ly just standing there as if they're 
packed into an elevator. C'mon, let's 
see some pushing and shoving! Let's 
watch armor get dented and limbs go 
flying! Reason #4: This is one of those 
sports games that automatically switch- 
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es from one defensive player to anoth- 
er at the worst possible moment. I can't 
tell you how frustrating it is when a 
computer player runs through three of 
your guys because you keep getting 


Switched between them before you can 
get close enough for a tackle. 

I definitely had some fun with 
League of Pain, but it's missing the 
spark that turns an okay game into a 
good or great one. It doesn't have the 
personality and quirky characters of 
Pitball, and it doesn't have the origi- 
nality of Blast Chamber; I'd recommend 
both of those games over PULP 


zach 


it's missing the spark that turns an okay game 
into a good or great one. It doesn't have the per- 


sonality and quirky characters of Pitball, and it 


doesn't have the originality of Blast Chamber; I'd 


recommend both of those games over PULP. 


I just don’t understand it, even after 
applying every one of my 34 IQ points to 
the question. How can Gray Matter con- 
tinue developing lousy games year after 
year (such as the mediocre 16-bit plat- 
former B.O.B., the atrocious Sega Saturn 
title NHL All-Star Hockey, and the dis- 
appointing PlayStation action/adventure 
Perfect Weapon) and manage to get 
employed over and over again? How can 
they not realize their games are terrible? 
Do they even WANT to make good games, 
or are they just in it for the money? 
Probably the latter, if The Crow: City of 
Angels is any indication; the game engine 
is just a slightly retooled version of Perfect 
Weapon, yanking out all the adventure 
aspects and focusing almost entirely on 
hand-to-hand combat. Probably not the 
wisest choice, since the marginal fighting 
sequences are what made Perfect Weapon 
so disappointing in the first 
place. 

Here’s the entire game 
in a paragraph. You wander 
into an area viewed from 
multiple camera angles, 
none of which gives you a 
decent perspective of the 
action. You beat up any bad 
guys in the area with your 
fists and feet or, more likely, one of the 
numerous weapons (knives, bottles, guns) 
laying around. When everyone’s dead, a 
flaming crow appears on the ground to 
show the exit into the next area. You walk 


through the exit, the PlayStation loads in 
the next area, and the fighting starts 
again. That’s it. It’s just like playing one 
of those hyper-repetitive side-scrolling 
beat-‘em-ups from the 16-bit era, only 
now the characters are 3D animated poly- 
gons. | 

The graphics aren’t cool enough: the 
backgrounds themselves are 
detailed, dark and dingy — 
keeping with the depressing 
mood of the movie — but the 
characters are poorly ani- 
mated and don’t have enough 
polygons for a realistic appear- 
ance. There’s even frequent 
slowdown. (Konami manages - 
to have 88 polygon players on 
screen at once in Goal Storm ’97, with no 
slowdown at all, and they look better than 
anyone in City of Angels.) The music is 
droning, PlayStation-generated guitar rock- 
-not pleasant to hear, but a good exam- 


ple of the mostly unexplored musical capa- 
bilities of the system. The sound effects 
are fine, but the voice samples are 
extremely annoying — you can only hear 
"Eat steel" or "Hey, clownface" so many 
times before your mind snaps. 

The fighting sequences aren’t cool 
enough: most of The Crow’s limited array 
of moves are useless, since almost every 
enemy can be defeated with 
a succession of spin kicks or 
weapon thwacks. Oh, wait, 
there’s one glaring exception. 
Good luck trying to survive 
when an enemy has a gun 
and you don’t; you simply 
can’t move fast enough to get 
out of the way before taking 
a multitude of bullets. 

The camera angles are 
ridiculous: I laughed out loud 
with disgust at one angle 
which showed the action from 
about 50 stories up, turning 
the characters into tiny poly- 
gon blobs. No less a game than 
Resident Evil suffered from 
the occasional camera-angle 
problem, but the designers of 
City of Angels seem like they were INTEN- 
TIONALLY choosing the worst views of 
the action. 

There are a few precious Tomb Raider- 
ish moments in City of Angels where the 
gameplay veers into the fun zone. At one 
point, you climb across electrified wires, 
and at another, you swing across a suc- 
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cession of chandeliers. But just when you 
think the game might start giving you 
something to DO, you’re back to the end- 
less procession of dumb-ass, well-armed 
bad guys. 

I know Acclaim’s already a lost cause, 


but I'll plead with all the other PlayStation 
game publishers: please don’t hire crud- 
ware developers like Gray Matter when 
there are so many more talented devel- 
opment teams out there. And I’ll plead 
with you, the reader: please don’t buy 
games like this and lead game companies 
to think that this is what we want. 


| know Acclaim’s already a lost cause, but Ill plead 
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Here is a title that, surprisingly, hasn’t 
been picked-up for a stateside release. 
With all of the crud that can, and is, 
released in America (we won’t mention 
any names, you know who you are) one 
would think that a game this good, and 
this easy to localize (there is little to 
no Japanese text) would be snapped up 
in an instant. Oh well, why release a great- 
looking and fun to play shooter when you 
can dump a huge amount of money into 
a movie license and then make a piss-poor 
game around it? In any event, Ray Storm 
is a hot, 2D-style, arcade shooter rendered 
in unbelievable 3D. The gameplay is sim- 
ilar in style to Raiden, combined with a 
little bit of Panzer Dragoon-style play 
mechanics. The graphics are, for lack of 
any better words, freaking amazing — 
you won’t believe this is coming from your 
PlayStation. Everything is beautifully ren- 
dered and smoothly textured, running at 
a fast 50 frames per second, and there is 
so much going on at once, with little-to- 
no slowdown, that it boggles the mind. 
Being that Ray Storm is a translated coin- 
op, it can be beaten pretty quickly, but 
Taito has, kindly enough, added extra, fea- 
tures that lengthen its long-term playa- 
bility and have limited the number of 
available men and continues to a mini- 
mum. Simply put, this is an amazing 
game, packed full of special effects, and 
it puts most other PS shooters to shame. 
If you are the sort who partakes in the 
occasional import title, or you are an avid 
fan of arcade shooters, you certainly can’t 
do any better than this. 
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All Gaming 
Industry LINKS At 
One Web Site! 


www.vgol.com 
“VGOL boasts a compre- “Top Five Web Site” 
hensive directory of sites — FSX Editorial Staff 
pertaining to every aspect 
of the Electronic Gaming “SO Star Rating” 
Industry. We were hard — Yahoo's Webhead 
pressed to prove them 
wrong.” “Outstanding Website” 
—Net Guide, — Webcrawler Select 
Gold Site Award Winner Editorial Team 


Check out our Homepage Contests! 
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The PS£xtreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a, little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 


PASAT NUVI G/ANVIE'S WSSUis RA Ga Jet Moto January 1997 85% 
Tomb Raider December 1996 99% Time Commando November 1996 85% 


| danuary 1997 
| __—November 1996 

NFL Gameday 97 99% Area 35% 
Rage Racer 98% Cool Boarders 85% 
Soul Blade 98% Project X 35% 
NHL Face Of 97 98% Tempest X 35% 
GOLD GAMES ISSUE RATING (Rees 85% 
Twisted Metal 2 97% The Atari Collection 1 85% 
Carnage Heart 97% Command & Conquer 85% 
Robotron X 96% Nanotek Warrior 85% 
FIFA '97 95% Test Drive: Off Road 84% 
Formula 1 95% Rebel Assault 84% 
Ten Pin Alley 95% ResLoaded 83% 
Namco Museum Vol. 3 94% Peak Performance 83% 
Disruptor 93% Namco Museum Volume 4 83% 
Bubsy 3D 93% Namco Museum Volume 2 82% 
Pandemonium 93% Soviet Strike 82% 
inthe Zone 2 93% —axTreme 82% 
Powerslave 93% Mortal Kombat Trilogy 82% 
Tecmo’s Deception 92% Blast Chamber 81% 
Machine Head 92% Dare Devil Derby 3D 81% 
Destruction Derby 2 92% NASCAR Racing 80% 

| March 1997 

|p April 1997 

| January 1997 

| _—December 1996 

| November 1996 


Tunnel B1 December 1996 92% Tigershark _ = March 1997 _ _| 80% 
Crusader: No Remorse March 1997 92% BRONZE GAMES ISSUE RATING 
Vandal Hearts April 1997 91% Perfect Weapon 79% 
Power Move Pro Wrestling January 1997 91% Open Ice 79% 
Contra: Legacy of War December 1996 90% Descent Maximum 171% 
Black Dawn November 1996 90% Sentient 76% 
King’s Field II January 1997 90% Megaman 8 76% 
Pree SILVER'G A055 paammenmmnaeneTSSU RATING Samen SECIS 75% 
NBA Jam Extreme _ “| December 1996 89% _ Independence Day 74% 
Pitbal g9% + NBALive 97 7a% 
MLB Pennant Race 89% NFL Quarterback Club 97 72% 
NHL 97 89% Tecmo Super Bow! 72% 
Suikoden 88% Hexen April 1997 70% 
Burning Road 88% | - TIN GAMES. a eR TS Th ee RATING 
Mech Warrior II 88% Samurai Shodown III 69% 
Dark Forces 87% King of Fighters ‘95 69% 
Tobal No. 1 87% Tetris Plus 68% 
Hard Core 4x4 87% ~—‘Starwinder 68% 
Psychic Force 87% The City of Lost Children 67% 
Spider 87% Street Racer 65% 
Epidemic ao% Casper 65% 
Super Puzzle Fighter II Turbo 86% Incredible Hulk 60% 
Persona 36% Dragonheart 302% 
3D Baseball 85% Batman Forever 15% 


98-100% ("i 90-97% 80-89% 7 ‘70-79% Fee 0-69% 


cv> The ultimate gaming “Must buy” games; each Ma Good games, but lacking Mediocre titles that ace Tin games are to be avoided 
experience, carries our editor’s seal of | in some area; for fans of suffer from some serious ae, at all costs. Only die-hard 
| approval. j that style of game. flaws. Rent — don’t buy. gamers would buy these. 
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Stuck? Striving for Perfection? 
Vimension Yu got the answers 
to your questions on the h st games. 
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Get a FREE copy of Crash Bandicoot: he Official Strategy || ssewy. 


Guide when you SUBSCRIBE to the best, the only, monthly | | Wat00.nnnmnnelS, 14,18 
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Dimension Publishing * 1175 Chess Drive, Suite E, Foster City, CA 94404 | | THQ rnd 


Mexican and Canadian orders $29.95 for subscriptions plus $3.50 Shipping & handling. Foreign orders Call for pricing. RR 
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STREET FIGHTER ALPHA, STAR GLADIATOR and RESIDENT EVIL are registered trademarks of CAPCOM CO., LTD. ALL RIGHTS RESERVED. Tekken 2™ & SoulBlade™ ©1994, 1995, 1996, 1997 Namco, Ltd. All rights reserved. Tomb 
Raider is a registered trademark of Eidos Interactive. All rights reserved. Pandemonium is a registered trademark of Crystal Dynamics. All rights reserved. “Crash Bandicoot” and the Crash Bandicoot logo are trademarks and copy- 


righted properties of Universal Interactive Studios, Inc. Source code © 1996 Naughty Dog, Inc. The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony 
Computer Entertainment, Inc. 


ping & handling charges. Specify SFA, Star Gladiator, Crash Bandicoot, Tomb Raider or Pandemonium. 


Inside the U.S., add $1.50 per guide for shipping and handlin 


and handling. Foreign orders call for pricing. 
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We, for example, 
feel it hasn't been realistic enough. 


An evil corporation is threatening to kill off humankind, and 
it's up to you as Tenka, a war-hardened resistance fighter, 

» 10 stop them from putting man at the top of the extinction list. 
This is the real deal. This-is-the-baddest-most-realistic-kill-or-be-killed-switching- 
to-fully-automatic-how’d-you-like-a-nuclear-rocket-up-your-butt-?-did-I-just- : 
feel-someone’s-brain-splatter-on-my-face-?-corridor- shooting game ever built. 


CODENAME: TENKA gives you features you just can’t get in Dark Forces™ 

and Final Doom™: 

4 Fully 3D playfield and enemies in a smooth non-pixellating environment. 
4 Freedom of movement to look up & down, jump and crouch while moving. 
4 laser sighting on your gun to target more effectively. 


With terrific light sourcing, fluid controls, non-stop action ond cupere 
graphic quality, Tenka will blow you away. 


“ “Makes the flat, pikellgtea characters in titles like Doom and 
_ Alien Trilogy pale by comparison.” F PSExtreme 


www.psygnosis.com 
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Invitation te Darkness 
“AN ALL-NEW MASTERPIECE... ENTHRALLING 
AND FIENDISHLY ADDICTIVE.” : 
—GAMEFAN 
‘...THE DARK SIDE OF HOME ALONE” 
: —EGM 
—PSEXTREME 
“UNLIKE ANYTHING YOU'VE EVER 
; PLAYED BEFORE.” 
: —NEXT GENERATION 
j “KEEPS YOU SUSPENDED IN TERROR.” 
—GAMEPRO 
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iP out here 


|GET ON TECMO’S INSIDER MAILIN G LIST! j 


| If you would like to be included on our mailing list and receive insider information on upcoming 
_ Tecmo products, fill out this form and send it to the address listed on the lower left. 


| Name __ 


Address 


Mail this form to: 
Tecmo, Inc. 


19260 S. Van Ness Ave. 
| Phone Number _ —_" : : Torrance, CA 90501 


| City 


Visit Tecmo Interactive at: htt 


Tecmo, Inc. © 19260 S. Van Ness Ave., Torranc 


© Tecmo, Ltd. 1996 TECMO’ is a registered trademark of Tecmo, Thc. Licensed by Sony Computer Entertainment America for u 
logos are trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of 
THIS SOFTWARE IS COMPATIBLE WITH PLAYSTATION GAME CONSOLES WITH THE N 


.tecmo.co.jp 
| Fax (310) 787-3131 Pho: 


iyStation game console. PlayStation and the PlayStation 
Digital Software Association. } 


—— 


